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Ben and Dan 


With over half a dozen fighting game books to their credit, Ben Cureton and Dan Mueller have gone all out to bring 
an excellent guide for novice/expert Tekken 2 players alike. Playing tens of thousands of rounds of Tekken 2, they 
know what it takes to win. Probably the two greatest Tekken 2 players of all time, no one has been able to com- 
pete. At the recent E3 convention in Los Angeles Ca., Namco Hometek was shelling out big money to whom 
ever could defeat these two masters ... Japanese or American ... nobody could. What are they doing now? ... 
can you say (heh heh) “Tekken 3”? 
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and Sleet. Last but not least, TEG and Wren. 
Hey Dan, we kicked @$$ Goog Job Buddy! 
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Dan’s Thanks: c» 
”” 
Ben said it best “Namco Namco Namco!” I'd also like to thank the “fine folks” at Dimension Publishing for the 
best experience we could possibly have writing a strategy guide! Slikatel for the Web support and rounds of play... 
when we gonna play again?? Jessi Harrison for letting me play so much Tekken 2 (It was fun watching you 
beat on people with Yoshi!). Scott Matt and friends for the night time Tekken 2 sessions. Aaron Guatimous and 
Mike Rabciau of Imps and Rabdau Unit for the well received music breaks (Toot Sweet & Fog City. for the same)! 
Eric Schleef for helping me out with those screen shots! Harland Harrison for the contractual advice. ALL men- 
tioned in “Other people who...” Adam “Fuzz” Guzzler for the computer advice. My Mom for helping me.test 
some stuff. Last but not least, Ben Cureton for putting in his time and effort to help make a great book! 
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This page shows you everything you need 


to know to be able to decipher our Special Right Punch dt 


Art, Combo, and Strategy sections. 


0 - A 2 с к D 
е Lef Punch АШ) _(@) Right Kick c. 


Remember that all moves in the book are 5 
ore Left Kick 


shown as if your character is facing right. 

For performing the Special Arts and 

Combos facing the opposite direction, sim- 
High definition The name of the move. If you can’t block it, 

ply reverse the directions pressed. screen shots. (HDSS) this icon will appear. 

The buttons shown throughout this book 

are shown exactly as they appear on your 

PlayStation controller(s). Each button cor- 

responds realistically to character move- 

ment (i.e., if you press Left Punch, your 

character will punch with his/her left 

папа.) 


The way we describe how damage is dealt 


7 2 Where it hits, H (High), Amount of damage 
я may be a bit confusing. In Arcade mode, How to do the move. M (Mid) or L (Low) дата اہ سی‎ | 
| F 

7 the energy meter is comprised of 110 


/ 


сын 
Г П 


points. In Vs made, the default setting is 
140 points. When you use a move in 
| Tekkene, amd it connects with yaur oppa- 
۱ nent, it will take off the specified amount 
of damage we have shonn in the Move 
Boxes. 
The Legend shows you all of the symbols 
used throughout this book, and explains 
their usage. Make sure you look for these 
symbols, as moves will not work if you 
don’t take them into consideration. 
Make certain you have this page memo- 
rized as it will greatly help you in your 


learning experience. 





Siecking: Blocking is probably the most essential element af Tekken 2 and 
musst be mastered befüre yau can ехрегї їп иїп сапзїзїепїШ. ТеККеп 2 
dees have “Auto Blocking” built in, which means most hiqh attacks will be 
Stocked for you. Auto blocking, however, does not block low attacks or 
ammediate hits after a stun. Ihe best way to become a good blacker is to 
study the three main points af attack; high, middle, and low attacks. High 
and middle attacks are blocked while standing defensively [hald away from 
apponent), and low attacks are blocked while crouching defensively (down 
+ away from opponent). Pay particular attention as to where different 
characters chain-attacks hit by practicing with a friend, ar playing against 
the computer. Use the Practice Mode to become more adept at blocking 
each character's individual 1O-strings. With these 

tools under your belt, your "mI 58 

appanents will be forced to | 

use strategy, instead of just 

doing moves. 


Bashing: Dashing is a good way to get in close to your opponent -- quickly. 
Quickly tap forward twice, when within approximately 4 character lengths, 
tz execute the dash. Try blocking your opponent's attacks, then dash in for 
а азий throw, uppercut, or combo. When your opponent gets used to you 
dashing in for arı attack, they will be apt to hit you out of a dash whenever 
.,* possible. Use this to your advantage. Stand abaut 4 
== Characters away, do a quick dash, then tap back. 
Your opponent will try to counter with a hit, but 
¦ he/she will miss since you moved out of range, thus 
| giving you another opportunity to attack. 
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Running: Running is a good way ta get in close to your opponent when you 
are much too far away to cause damage. Quickly tap forward twice, from 
further than 4 character lengths away, to run. While running, you will have 
the option ta simply stop running, or use a running attack. Experiment 
with different button presses while running for different attacks. 
individual special running attacks will be in each character’s section. 


attack a dawned opponent. This includes; the special pounce, hard 
pounce, ground slide, low kicks, and character specific ground attacks. 
Every character in the game has a basic pounce. This is achieved Бу 
simply pressing up and right punch together, when your opponent is 
on the ground. Many times, if timed right, you can take off excessive 
damage, by using this attack after you have knocked an opponent 
zimsn. Also, many characters have special graund attacks which are 

¢ described in their individual sections. 
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Throws are, buy far, the mast effective type of attack in the game. They 
generally cause a good amount of damage, with little effort. All characters 
can perform basic throws by pressing either both left buttons, or both 
right buttons simultaneously. Good uses for throws include; after anı oppo- 
nent's missed attack, after a Regular 5tun, and when your opponent is just 
standing still. Though some throws are difficult to execute, they are often 
the most damaging and are uncounterable. The Я 
Multi-Part Link Throws are the 

most difficult of all throws to 

accomplish and are also the 

most damaging. 


Multi-Part Link Throws: Multi-Part Link Throws are a series of 
throws chained together that result in excessive damage. All Multi 
throws start with a special grab move. After the initial grab throw, 
you must perform a series of button presses at the correct time to 
complete the remaining throws. The timing for each character's 
Multi-part Throw will be discussed in each character's individual pra- 
files. In general, the first step to doing a Multi-Part Throw is to 
memorize all the necessary button sequences. Next, you must be 
able to to press the correct buttons without fail, and with enough 
speed, so that the throws will link together. 


Counters: A counter is a specific move that offsets an intended 
attack. Any attack can be countered whether it be knocking an oppo- 
nent out of his moves or stopping a throw. Knowing how to black is 
great, burt countering attacks usually means causing damage. With 
this in mind, it is best to counter all the attacks you can -- instead of 


| blocking. Countering moves takes a lot of practice and pin-point tim- 


ing, especially against 10-strings and unblockables. Get this dawn to 


; ап art, so you can use your opponent’s momentum against them. 


The various ways to counter an opponent’s attack include; grabbing 


d your appoanent's limbs as they attack (reversal), resulting in damage 


tu the attacker, stopping an oppanent's' attack -- using an attack ағ 
your own, Dauble-over stuns, escaping thraws and escaping multi- 
part throws. Some moves only work when used as, or after, a 
counter. These will be described in the specific character profiles. 
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tuns (Stuns and Double-overs): For standing opponents, a stun attack 
renders the opponent helpless for a short amount of time. There are 
ти types of stun attacks; Regular and Double-aver. A Regular Stun 
stuns only standing, blocking opponents. A Bauble-over Stun stuns only 
attacking opponents. Regular Stuns are great für setting up unexpect- 
ed throws, while Double-overs are great for setting up combos. There 
are ather special uses fur these moves which will be described later, 
within individual character profiles. 
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Reversals: The most popular form of move counter is to grab your oppa- 
nent out of his/her attack. This often results in a good beating inflicted on 
the helpless attacker. The only characters capable of this act are Paul, 
Jun, Nina, Anna, and Wang. Simply press back, and the appropriate but- 
tuns, at the moment your opponent attacks high or mid to punish your 
opponent for their feeble display of “skill.” What your character does to 
the attacker depends on the character you are using, the limb used 
against you, or the special art used against YOU. 
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Throw counters: Basic throws f e пг fe] can be cauntered bu 
pressing the same buttons your opponent pressed. You must 


| press your buttons immediately after your character is grabbed 
' ta escape a throw. Since most people throw with the right but- 


tuns, use your right buttons to counter when Jou are ип-виге- 
Special throws (i.e. Law: Dragon Knee) сап not be countered once 
¢ you have been grabbed ... so watch out! 


press a specific pair of buttons, if you want to escape (see our 
trusty grid). Fortunately, the more parts there are to a throw, їПе 
more chances you have to escape. Unfortunately, each different part 
of a throw requires a different pair of button presses to escape. This 
means you must he able to recognize the throw your character is 
caught in, and have the counter committed to memory. Since there is 
a lat to remember, it is best to just learn counters for the Multi-Part 
Throws used against you often. 


while standing or while in a crouching position. Have your charac- 


| ter stand and crouch. Naoatice that there are frames of animation 
| between these positions. Tekken 2 allows characters to регїаттп 
, special attacks while moving between these two positions. These 


attacks are called To-Neutral and Full Crouch attacks. To-Neutral 

attacks are done by simultaneously rising while pressing a but- 

tan. Full Crouch attacks are done by fully crouching down, then 
pressing a button. 


Getting up off the graund: There are a wide variety of ways to get up 

off the ground. Note that,when you are hit with a powerful attack; many 
times you can not get up off the ground immediately. The more you 
know, the harder it will be for your opponent to pound on you when you 
are down. The most common is to simply stand up by pressing up. This 

is a good way to get smacked. Better methods exist as fullaws: 
Defensively: The best defensive ground maneuver is the side roll. 

Simply tap the square button to roll to the side. You сап also rall back 

аг furward By tapping forward or back an the controller. Use these 
methads ta escape an opponent that is trying to flip, or land an top of 
yau with a paunce. i 
Offensively: Press the %ġ button to get up with a sweep kick. Press the:;* 
button to get up with a kick to the opponent's head. Roll towards ar 
away from your opponent then press E» & ta leap at your opponent's 
lower section. Press : ж and your character will do a handspring 


A that attacks law. Amy uf these attacks can he done aut of the side roll. 


These methods are great against characters that walk up to you or run 
at you with an attack. Mix these methods up, so Jou do not become pre- 
dictahble. Keep in mind that some characters do not have all of these 
attacks. See the individual character descrip- 
tions for specifics. | rd 
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Punches/Punishment 


Neck Cutter Arm Bar 


Knee Bash-Neck Snap 


х 
ШІ сезе gong 
ج‎ 


\ Standing Reverse Arm 
Lock 


Standing Reverse Arm 
Lock 
Arm Sprain-Standing HA 


Cross Lock 


NM 


Ultimate Punches | Paul Only 





As far as character ratings go, Jun is about average. She has 2 
decent speed, good juggle abilities and a few good damaging | 
moves, yet she has limited attacks. Her limited attacks allow B. | 
for predictability and, against a skilled player, Jun’s moves are = 
fairly easy to counter. This does not mean that she can not B 
be very confusing in the hands of a skilled Tekken 2 player. Bi 
Her Infinite String attack is very frustrating and could make И 
an average opponent weep. Jun does have excellent defensive $ 
abilities and can take many good players down if she is used | 
with patience. Despite Jun’s low rating, most players do not ze 
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10-STRING #1. 
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| This ten hit is not Jun's best but it is the easiest to learn. Add this ten hit to your arsenal of attacks and enjoy easy victories over novice to moderate players. 
| Remember that the ten hit starts off with a rising attack. This means that just ducking down during a fight to use the ten hit probably means getting juggled, if 
| not just a fist or foot in the face. Wait until you have just blocked a low attack before unleashing this ten hit chain attack. 
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both of Jun’s ten hits against above average play- 


















ers. There is one problem spot for many players 
who attempt Jun’s second ten hit. For Jun’s sec- 
ond ten hit, take note of the fifth and sixth hits. 
When you press €* for hit 5, you must pause a 
short moment to allow the sixth hit to come out. 
While the sixth hit is coming out, press the button 
for the seventh hit. The timing is a little tricky, 
but remember to pause and you should become 
fluent with Jun's second ten hit in no time. Mix 
all these strings up for maximum confusion. 
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Note that the 

ae Cartwheel Kick must 

chit the opponent well 
(before they reach the 

Y| ground. Start the sec- 

ond uppercut as soon 

as Jun reaches her 

normal stance. For 

| the Low Kick- 

Backhand, you need 

_ | to tap forward twice 

j quickly — before 

pressing the buttons. 


















This counter combo 
is relatively easy 
with a little practice. 
Coupled with its 
high damage, it is 
most effective for 
winning matches 
fast. Exchange the 
Cancan Kicks for the 
Toe Kick often to | 
fake out your oppo- [ 
nent. The mix will | 
ensure damage. 





Another easy combo. The only trick is tim- 
ing the e SO that the Roundhouse hits. 














| will find that the last few hits go under the 
opponent. Now, try starting the €» just a 
tiny bit later, until all the hits connect. If 
all your hits connect, but the Roundhouse 
misses, you are starting the €» too late. 
Get the timing down and you've got a reli- 
able combo. In any case, most of your hits 
| will connect, allowing you to tack on the 

j combo anytime you forget what else you 
can do. 
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KIL and still be ready to use the reversal right away. A favorite 
| ic Of ours is to perform her combo starter, and immediately 
г зо into her reversal. The reason we do this is because, when the 
combo starter finishes, a lot of players see this as an opportuni- 
£y £D attack. 5irice uou are case ta them when the combo starter 
—anishes, and they attack, it is usually high. Voila, instant counter. 
_ OF course this doesn't always work. especially when you use this 
as your main wat to deal damage. However, it is worth a try once 
every Match or so. E 





Another great, tricky, move is her Backflip Kick. It is wise to use 
iC as an evasive maneuver. As your opponent acivances, go into 
the Backflip Kick. This will get you away from your opponent and 
entice them to lunge at you to get them closer. As you perform 
the Backflip Kick, press your trusty $ and you will lunge forward 
at your unsuspecting adversary, and pop them up into the air. IF 
you have practiced your juggle combos. you can lower your oppo- 
nents energy level to almost nothing. Another way to use the 
Lunging Uppercut is to just press ® &. It still knocks you the same 
height, and you can do all of the same juggle combos. This is a 
Great move to use с еы your opponent misses a slow recovery 








Опе good attack move of Jun's is her Unblockable Spinning 
Roundhouse. This move can come out of nowhere and lets you 
get in. a quick low roundhouse for a bit more damage. It does, how- 
ever, take a bit of time to wind up and can be countered with a 
crouching attack. Get your opponent used to blacking when they 
see the wind-up, by only using the shortened version. After you 
fave popped them a few times with the short one, they will begin 
Co get into a blocking habit when they see the wind-up — now is 
your Chance to go for the full force Unblockable. When they block, 
they will receive a Phatty-Mc-Boot to the nugget! 













If you want to try the offensive approach with 
Jun, the best way to start it is to quickly go into 
her Leg Sweeps $% $è. Once you perform a Leg 
Sweep or two, quickly go into her Combo Starter. 
This is a fast little tactic that will chip away at your 
opponent's health. It is especially effective if you 
use it as your opponent is attacking. This way 
they will be concentrating more on their attack 
rather than your counter attack. The best move 
to use after the Comba Starter is the Roundhouse 
finisher. This is because your opponent will just be 
getting into their crouching block and now you will 
Be attacking high — instant damage bringing you 
closer to victory. 














A lot of players leam the Infinite String in the hope that opponents 
will be amazed and thus defenseless. Actually, it's possible to block 
law the whole time and not get hit once! But, there are varia- 
tions to the combo that make simply blocking low only effective 
fur the true Infinite combo ... so, you need to get out of it ASAP 
After the Shin kick, which either starts the combo or comes 
after the leg sweeps, there are 3 punches that. all hit high. Duck 
during these punches and use your fastest crouching attack. The 
fastest attack for just about every character in Tekken 2 is the 
: crouching por fp. This will stop Jun's Infinite ZEE. 20" уапа- 
fons in a ur. | == 























i Be aware that Jun can Forward Alp out of the ground sweeps with 
ы a double hit attack. You need to watch for this. If she goes for 
| it, Simply attack low with a punch as she flips. This will allow you 
го get a few juggle hits, with just the low punches, or use a low 
punch into a rising attack for a better combo. IF you have rever- 
Seals aridi tau ame quick, you Can sneak a reverse attack in. If you 
get a little confused and throw out a crouch punch to juggle 
Jun, and find a shin kick in your face, just relax and attack low 
again — as soon as your Character recovers fram the shin kick. 
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A particularly frustrating Jun move to watch out 
for is the ©), $ or $è, because it is almost impos- 
sible to see which kick is going to come out. If it 
is the <>, it must be blocked high. If it is the ,ہب‎ 
it must be blocked low. When in doubt, just block 
igh. Why? lf you get hit by the р, по big deal. It 
only takes off a bit of health. If you get hit by 
the с». you are in line to receive a big damage 
Juggle combo and will be near defeat, if your oppo- 
nent knows their juggles. If you block the Çe, you 
Can immedately use a rising attack. throw. or croucth- 
ing punch to pop Jun into the air and start a little 
Juggle combo of your own. 
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Jun players will often do some flips to try and 
get you to run in afterwards with an attack. If you 
fall for this plan, you will probably find yourself get- 
ting juggle Ccomba'd by the uppercut that com- 
bos from the flip. IF your opponent tries this on 
you, simply go for the crouching fast attack. Again, 
if you are lucky enough to have a character who 
сап can combo fast from a low counter attack, 
you've got it made. You may get hit with a sweep 
trying this counter attack, But simply Block imme- 
diately and be ready to counter fas noted in the 
paragraph about breaking the Infinite String.) 
Always a Jun favorite, just be aware that people 
Will want to use it often to juggle you. Fortunatelt, 
most of your keep away tactics should knock 
out this attack, since it does lunge first. But, keep 
on your guard when you are at a distance from 
Jun. The range is good, so many Jun players will 
rely on it when they are at a distance from your 
Character and nail you as you walk in. This move 
also goes under a lot of high attacks, so try to use 
quick, mid or low attacks when you are at a dis- 
tance. You can also go for the reverse, if your char- 
acter fas one. The last thing you can do to punish 
a person who tries this one too many times is the 
simple throw ... but be quick about it! 



















In the first Tekken, Yoshimitsu was overlooked for some of the = 
more powerful characters. Now, in Tekken2, the situation f 
seems totally reversed. Yoshimitsu now has additional unblock- = 


10-string combos and air juggles. A new feature for Tekken 2, © 
Yoshi also has the ability to regenerate his health. This may 
sound neat at first, but you must know that he also has moves f 
that require him to sacrifice his health. The final addition to @ 
Yoshimitsu’s arsenal is his ability to disappear. A great move Î 
for offense as well as defense, he can surprise his opponents Ё 
by re-appearing behind them. It’s no wonder he is our 3rd rated | 
character. 
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Here is a very confusing 10-String of Yoshimitsu’s. It’s best used when in very close since, after the first 4 hits, it starts to strike low. If you can get past the first 


4 hits, you almost have a lock on finishing it. Be careful though, as a wise Tekken 2 player will know to jump away before the 9th hit strikes. If your opponent 
jumps away, you will be left open for massive damage. This escape was found by Slikatel, one of the very best Tekken 2 players in the world. 


Yoshimitsu has 6 different Strings, and almost all 
of them are very useful. He has 3 10-Strings, 2 8- 
Strings, and 1 5-String. If you have them all 
memorized, you can use the 8-Strings often in 
battle. They are mainly used for Keep Out Tactics, 
but they can lead to juggle opportunities, if you 
use them correctly. When your opponent is in 
close, go for a Front Kick, then add in a Power 
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Backhand. Once they connect immediately start 
= one of the 8-Strings or the 5-String. This will hit 
» your opponent in the back of the head and take 

off decent damage. If your opponent knows to 
p^ duck and punch after the backhand, just low kick. 
B 

Despite it's size, 

4 This combo is not 
ж as tough as it looks. 
за Watch for three of 

the Stone fists to 


connect, then go 
directly into the 
Spinning Sweeps. 
You may need to 
step in before start- 
ing the Spinning 
Sweeps and Poison 
Wind to connect. 









To do this combo, 
you must hit with 
the Stone Fist as 
soon as possible, 
then go quickly into 
the two spinning 
Fist Strikes. The 
rest of the combo 
works as described 
above. The Sword 
Sweep to Poison 
Wind requires no 
lag time to combo. 






EAUNCH'KICK | UE 1 POISON WIND The Launch Kick to Standing Suicide 
4 ] Ae 7 | 70 takes great timing. If you mess up, 
وہ کال‎ you only hurt yourself. This combo is 
iu ! “ы best saved for when you are around 
Е Ж. up on your opponent and you wanna 
Tm “Kick it up a notch! ... WHOO”. The 
| alternative combo is almost as damag- 
ing but also requires excellent timing. 
After your launch kick, crouch. When 
your opponent is about to hit the floor, 
tap the left punch button to turn 
around and punch. The rest of the 


_% 30 "фо с: o» | aye combo should be fairly simple. 
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= Tenly an offensive character. This means we have our greatest success 
we don t just sit back and try to counter everyone of our opponents 
eves. The best way to maintain a good offense is to constantly switch up 
| Sowing uppercuts (% d J and fast jabs at your opponent. This tactic not only 


$205 your opponent blocking, it also gives you a chance to think of what you 
ment ta da next. Now that your opponent is blocking, the best thing for you to 
55 5 10 inflict some damage [you do want to win don’t your]. Once you've got 

weer Opponent in the blocking cycle, it's best to quickly execute a Stone Fist or 
Gwe, then quickly go in to two Crouching Spin Kicks. As soon as you start the 
Gaaudiing Kicks, prepare to hit Jour opponent with a surprise Pop-Up Kick. 
Secondly, if you AREN'T playing a good opponent, then you will simply smack 
mem around with all of Yoshi's Stone Fists and Crouching Spin kicks. 








Next, you want to try to jure your opponents to walk in to your attacks. 
Yoshimitsu Nas a great ‘built in move’ for what we are trying to do here. If you 
go in to Practice Mode and try aut the Zig-Zag, you will see what | mean. First 
Of all, Yoshimitsu delivers a powerful roundhouse kick, then gut of nowhere 
comes a second Side Kick! Mix up your kicks, by first throwing some single kicks 
with $, then some single kicks with >. Then, when you think you have a 
good idea of when your opponent will advance in at you, execute the Zig-Zag. 
Your opponent will (more than 65% of the time) walk right into that second Side 
Kick! This is a great tactic because, even if the kicks are blocked, you are safe 
from receiving Gamage. 
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The next great feature that Yoshimitsu has is his ability to regenerate health 
and teleport all in one. By performing his sitting maneuver ¥ e , you auto- 
Matically begin gaining any last health. This, of course, is gonna make your 
opponent one mad person Cause, unless they are playing Yoshimitsu, they 
cant gain health back! Now ... your opponent is looking at you sitting down and 
gaining all your health back ... what choice do they have but to attack you and 
Stop the life gaining process. When your opponent gets within about 2 charac- 
ters away from you, you immediately press F or B on the D-pad and presto ... 
you teleport behind them! This would be a good time to attack your opponent, 
as they are facing the other way. We have found that the opponent will usually 
tum around very fast, so it's best to attack your opponent as fast as possible. 


You can accomplish this feet by attacking with a push kick (OF+RK], or one of 
Yoshi's famous Uppercuts $1 іп to an air juggle 





Slightly good opponents will have their 10 hits down and 
think that is all they need to win. They will often start 
them up whenever they can... even when they are far 
away from you! So, jump away from them and use the 
opportunity to use Yoshi Spinning Death Sword. Your 
opponents 10 hit will lead them right into the blades if you 
are fast enough. And if they hit the blades near the end of 
the spins, you can run up and begin your Crouching Spin 
Kicks [4 times] into your Straight Kick followed Bu the 
Poison Wind. Can you say Damage? You mat also want to 
use your Spinning Death Sword on downed opponents. 
Simply run in, stand over them and start up the blades. 
Most new opponents will try and roll or attack, thus get- 
ting Chopped up real nice. Again, follow up with your 
crouching spin kicks to Straight Kick to Poison Wind to tack 
on the extra damage. 





A word on fighting opponents with reversals or very good 
players. Use Yoshi's IO hits very sparingly. A good player 
will either throw you out of most of your 10 hits or simply 
гіп а reversal, since mast hits hit high and are veny slow. If 
your opponent does not have reversals, switch up your 10 
hits and you might not get thrown or countered otherwise. 
Also, be careful using the Helicopter Leap. A good oppo- 
nent will know to simply punch you out of the attack as 
you are coming Gown, if they cant simply use a reversal. 
Keep in mind that only the females with reversals can 
reverse Yashi's sword attacks. A good way to use the 
Helicopter Leap is to press down immediately so the 
attack is swift. Use it on opponents who are getting up off 
the ground, or when an opponent is starting up an attack 
the leaves them immobile for a short period of time after 
their attack. 
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The worst thing about fighting against Yoshimitsu is his damed Sword Slash. 
This pesky move is fast ANO unblockable ... sheesh! The good news is that it 
Only takes off 15 points of damage. The Sword Slash is often used out of 
nowhere, so be very aware that it exists. Many times your opponent will be 
Standing а Character length or two away from you and pop out the Slash really 
fast. The best thing to do in this situation is to jump back. It doesn’t look pretty 
but it does get you out of harms way if your reactions are fast enough. 
Another good way to get out of damage is strike first. Since the Slash is very 
fast, you need to have your reaction time down to near nothing. If you see or 
sense the Slash coming, quickly execute a Hop Kick or a Front Kick. This will 
stop Yoshimitsu and keep you safe. mu 












The Knee Bash is often used in place of where the Sword Slash would be used, 
since it Can lead to a quick combo. It also has a bit more range than the Slash, 
but is blockable. The Knee Bash comes aut SUPER fast arid really needs to be 
anticipated if it is going to be blocked. The Tekken 2 pros use this move when‘ 
You least expect it. IF you are clase to an opponent and Yoshimitsu'’s Keep-Dut 
Tactics are pushing you awa, look out for the Knee Bash. It will be coming in a 
second... If you platy against someone who leams the power of the knee, make 
sure you know the distance Yoshimitsu covers when he does the Knee. Also, if 
and when you successfully block a Knee, immediately go into a juggle combo or 
a special throw. This will slow your opponent's Knee Bash attempt down. 














The second worst attack that Yoshimitsu owns is his basic Uppercut. It covers 
more distance than any other Tekken 2 character (well except Kunimitsuj. This 
tiny little basic attack can tum a match around faster than you can savy “rriiic- 
coooollaaa”™. If you are fighting against Yoshimitsu, be VERY VERY VERY aware of 
this particular attack. It starts juggle combos with lighting speed and makes 
Yoshimitsu lunge forward at the same time. Your best bet to avoid this would 
be to reverse the Uppercut. Unfortunately not every character has a reversal. 
The next best thing to do is to Front Kick your opponent or Uppercut them with 
your own OF+RP Again, we can't stress how important it is to know the signs 
of an 0۳ е Practice using Yoshimitsu, if just to lear how the 
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Another Yoshimitsu attack to watch out for is his Zig-Zag 
Kicks. This is a simple Roundhouse Kick followed by a Side 
Kick. The problem is that it is very deceiving. Make sure 
you know what it looks like and be ready to block then 
throw after a missed attempt. Also, an attack that looks 
like the Zig-Zag is Yoshimitsu's 3 Roundhouse Kicks. The 
good thing about this is the are super easy to counter. 
Simply duck and throw. Another good thing about the 3 
Roundhouses is that they appear in most of Yashirniteus 
10-String Combos. Look for the tell-tale sign of the first 
High Roundhouse, then simply duck, throw, and win ... 








The last major thing you must be aware of is Yashimitsu's 
Spinning Low Kicks. Yoshimitsu can go into these kicks 
form the Stone Fists, or without them. The bad news is 
that, when you are knocked down, they can hit you over 
and over again and wrack up tons of damage. The best 
wat to stop this is, of course, to not get knocked down. 
The second best way is to stand directly up from a knock- 
Gown and block, crouching, as soon as you get up. This will 
keen you safe, mast of the time. Also be aware that a 
Front Kick can be chained into the Spinning Low Kicks. This 
Front Kick is easily detectable, with a little practice, and 
shouldnt give you any problems. 
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Nina is most often Used aggressively, since she is one of the 
fastest characters in the game, with a variety of attacks. Nina 
can sometimes end a match in just two sets of attack. Attacking 
with a juggle combo and finishing her opponents off with a 
punishing, limb-breaking link can spell defeat in just a few 
seconds. Her speedy attacks, when mixed with her awe- 
some juggling ability, multi-throws and reversals , make for 
an all around great character to play. Nina’s only shortcom- 
ing is her lack of high powered single moves, but she 

more than makes 00 for it with her аны caedis 
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"Take down as counter attack; allows all links from Achilles Tendon Lock. 












Of all Nina's 10-String Combos, this one is the most confusing to normal Tekken 2 players. It is also her best. Having a jump attack and 3 low attacks in the 
middle of it, it can easily make an opponent block incorrectly and leave them open for hefty damage. Not only is this 10-String confusing, you can also chain 
moves onto the end of it for even more hits, making any of Nina's opponents sorry for even attempting to put up a fight. 


SAIA A E ШЕ ЖЫ شلام‎ 17] inthe gamer Gin total if you ty all of them. Th 

>E E УА УС 5 7А 1 д 0 in the game: 6 ee if you try all 1 them. The 
Г: m 9 m 5 Е 6 5 и 25 one Pictured in the diagram above shows just 

on Аы ЖЫ ЕЕ н how confusing they can be. Nina’s old 10-String 
is still in the game, of course, but it is definitely 

oe ao қарар سج‎ not as effective as her new variations. Also, 

Nina’s new ending to her old 10-String makes for 
н 10 Пи ой qr що по жа | an easy swap, for people wanting to use a new 
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button presses. The great thing about Nina’s new 
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massive damage. 
FALLING ANKLE KICK-BACK KICK | HOP KICK — | STANDINGPUNCH| — LOW KICK-SPINNINGCHOP — | ROLLING KICK. 
























Tip: After the fourth hit of this combo, 
tap forward before the crouch punch. 
The best thing about this combo is that 
you can trick your opponent into get- 
ting caught in it! Use your Sweep-Low 
Kick often, so your opponent gets used 
to blocking low after the initial Low 
Kick. Now that your opponent blocks 
low, after the Low Kick, go into your 
Low Kick-Uppercut combo! Even 
when your opponent becomes used to 
this method, they are still forced to 
guess what is coming next. 
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If you have studied Nina's Special Arts at all, you will notice that 
she has a TON of them. The most important thing to know when 
using Nina is wher/where/and how to use her Linking Basic Arts. These 
can keep an opponent at bay for the entire match while chipping 
- awat at her opponent's health. Her most effective combination link is 
me Low kick to Spinning Chop. This quickly hits law and then high for 
3 little bit of damage, but it sets you up to do almost any other move. 
For example, execute a Low Kick/Spinning Chop, then immediately go 
into an Embracing Elbow Strike. This is extremely hard to do, but almost 
impossible for your opponent to block if you Co it corectly. 









Another excellent tactic of Nina's is her super juggle combos. If 
| you pop your opponent into the air with Falling Ankle Kick-Back Kick fan 
unGlockable Chain when used as a counter attack], you can take off loads 
of health from your opponent and make it almost impossible for them 
го come back. Iny counter hitting with the Falling Ankle Kick-Back Kick, 
ten gua into a quick forward Hop Kick, then tap left punch, then juggle 
Dour opponent even more with the Low Kick to Spinning Chop and fin- 


| mh aff the devastation with the Rolling Kick. This takes off 80+ points of 


Gamage and can almost assure a victony, or change the tide of a bat- 
те [п just a few seconds. 


Of all the Characters, Nina has the greatest variety of chain attacks. 
3x of many great moves in her arsenal is her reversal. Nina can reverse 
к= ANY high attack, including Yoshimitsu's Helicopter Slice. The only 
баск is that the reversal is done with diagonally placed buttons. 
WE=ning you have to use either @¢eor @>. This is very minor though 
ли агыс Nina player won't even notice it. Most average Tekken P? play- 
З= attack high for the mast part, which gives Nina and the other 
723-15 ۷۷۷۷۷۰۱ counters an advantage. When you see a slaw high attack 
кигу), or you see someone winding up for a Super Unblockable, don't 
Е-тате to reverse the move. Most of the time the reversal will take of 
Sseut as much health as the opponents move would have, had it con- 
چ‎ with Bon 





















Next ... remember to keep attacking with Nina. 
IF you get your combination links Gown, YOu can always 
be attacking while the opponent has no chance/oppor- 
tunity to attack for themselves. Mix up high attacks 
With low attacks and vary the wat you do it. This can 
almost assure your win and your opponent's loss. 









The last thing any good Nina player must know 
іс her Multi-Part Throws. Since Nina already had them 
in Tekken 1, she came back in Tekken 2 with even MORE! 
Although the Multi-Parts can be difficult to remember 
for the first time Tekken 2 player, they are definitely 
worth the effort as they take off massive damage, 
look great and are relatively simple to execute. OF 
course ... dant ALWAYS attempt Multi-Parts, but do 
sa when you feel you have the opportunity and your 
opponent isn’t expecting it. 
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3 The most common attack of Nina's to look out The absolute WORST link of basic moves Nina has is her Low Kick- 
Ы for is her Falling Ankle Kick-Back Kick. Almost every Spinning Chop attack. This attack starts with a low kick and immedi- 
۶ | Nina player uses this move once or twice during a ately chains inta a backhand slap. The reason this attack is so deadly ۱ 
83 Bout, not only to set up a juggle, but to also push is, if Your 0/۴6 IS quick enough, they can add more links onto it 
” | their opponent back. The most effective way to shut and keep you blocking until they have a chance to throw you. To defend 


down this attack is to Hop Kick Nina as soon as against this heinous attack, duck under the backhand that follows 
you see this move coming out. This will take off a bit the low kick. If you are successful, ommediately throw or go for a ris- 
more damage, since it is countering Nina's move, Ing attack. Just be careful to avoid being uppercutted in the meantime. 

and set you up for a juggle combo. You can also 
reverse the second hit, if your character happens to 
fave a reversal and you have blocked the first hit. 
Another good way to shut down this attack is to use 

- an axis ви 
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Avoid rushing in at a good Nina player because 
you will be kicked in the face by a move dubbed “The 


The most important thing to know for fighting against Nina is how Nicolella.” This is Nina's tap up and left kick move 
го escape all of her Multi-Part Link Throws. These can rack up major dam- that is EXTREMELY fast and can knock you over in 
age and spell disaster for you, if you aren't competent in escaping thie a millisecond. Also, there is almost no recoveny time, 
Links. The best counter to use would be both r ight buttons. This is so you must be fast to throw if you successfully 
because it Counters the easiest Link move your opponent can do. The block a “Nicolella.” Don’t get too hasty and try to 
second best counter to try, when your opponent tries to Link Throw you. rush a good Nina player. It is best to remain on the 


іс both left buttons. Remember that you cannot get out of Nina's Link defensive until you have an opportunity to strike. 
Throws that start off with the Crab Claw, so it’s best to stop them before 
they start hy simply ducking then throwing, or uppercutting your ODDO- 
nent before they get too close. 
















Another one of Nina's pesky tactics that you 
must be aware of is her ability to chain TONS of her 
basic attacks together. She can link low kicks into 
high kicks, side kicks into punches, sweeps into Upper- 
cuts and so on. The best way to defend against this 
is to always keep Nina out of range. Use Front Kicks 
and Side Kicks to push your opponent back, then use 
a lunging move to stop her from advancing again. 
If you do happen to get caught in a flurry of linked 
basic attacks, be patient and concentrate on block- 
ing. Also шч ш for any sae 


The last thing we want you to know is that a good Nina player can 
Juggle you into etemity. Study Nina's section and learn to differentiate 
her different types of Basic Art Links. The match can be won or lost right 
here. When you sense a move coming that might pop you up into 
the air, block it instead of trying to attack. This will, most likely, save you 
from being pummeled into submission. 
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Law is one of the easiest characters to play as, but he can be 
extremely effective ... if used correctly. With simple but dam- 
aging flip moves, even a new Tekken 2 player can cause some 
damage and win a few rounds. With practice, though, he can 
be very tricky to beat. Law has great speed and above average, 
damaging moves. The only problem is that his moves become pre- 
dictable after a short while and that can lead to defeat. Basically, 


Law is a bag-o-flips with a few more moves thrown in. 
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This new 10-String Combo of Law’s is extremely useful. Not only does it switch between high/low attacks, but it is extremely fast starting and can wreak 
havoc upon an untrained Tekken 2 player. The #’s 2, 6, and 9 hit all strike low and can render an opponents block in-effective, if they connect. Look to execute 
this 10-String when your opponent is charging at you or advancing with a slow lunging attaek. Don’t use this too often, or your opponent will punish you! 


Since Law’s main Special Arts arsenal contains 
mostly Flips, it would only be right for all of his 10- 
Strings to as well. It would be wise to only do 9 hits 
of his different 10-String combos because, if the last 
hit (Flip) is blocked, you are left WIDE open for the 
punishment of your opponent's choice. If you con- 
nect with the #8 hit of the 10-String pictured above, 
you are set for clear sailing, as your opponent can 


H^ Е Ч 355. 
not block the remaining 2 hits. Vary your 10-String 


attempts and make sure to not become too pre- 
— SZ NG Без Ке Е Д е Ly Ае dictable, as every player will soon learn this ... when 
жы КА ES ИХ Их 7N S. 7N they block the final Flip Kick and punish you for | 
E Ва AIS Ы ЖК А ИЕК AAS Иа an HN 20 your incompetence! 





prise your opponent 

= with it, and it does 

EX huge damage. 

Î Practice using the ris- 
Em ing Front Kick and 

۱ the regular Front Kick 
to vary up the begin- 

ning. Use the starter 

to counter opponent's 

high and mid attacks. 
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This combo is a bit more difficult to execute 
because you don't often have an opportunity 
to perform the Flip Kick when fighting against 
a good opponent. Knock your opponent to the 
ground with a regular uppercut, then get into 
the full crouch position. Once they get near 
you, immediately bust out with the Flip Kick, 
then quickly go back into the full crouch posi- 
tion. Once you get into the crouch, you must 
quickly perform the standing Front Kick-Flip 
Kick in order to continue the combo. Then, fin- 
ish with the slide. 


mde: 








When using Law, you should know as many attack/Alip combina- 
Hons as possible. Law can Hip out of almast any of his attacks and, 
if the first hit connects, most of the second hits are un-blockable. The 
5est wal to damage your opponent is to get him to black low, so you 
can flip him into the air for a big combo. You can accomplish this by 
using a lot of low punches and Dragon Fangs. Also, his slide will 
Make opponents wary of blocking high. When you are clase to your 
opponent, Go for the aoud arid kick, or punch to chip off a little health. 
Then, do it again, but this time immediately stand up and Flip or link 
one of your crouching attacks into a flip. 


Another good wat to maximize damage to your opponent would 
be to push him away, then take him down with a Dragon Slide. If 
YOU are Close to your opponent, push him back with a Front Kick, then 
add ina Lunging Side Kick. Once you push him back a bit, go for a 
Spinning Low Kick and, as soon as it connects, perform a Dragon Slide. 
fF you do these moves fiuidiy, they will be hard to recognize and even 
Sader to prepare for. If and when you do connect with a Dragon Slide, 
Srmediately get off the ground and hit your opponent with a Spinning 
Low Kick. 


Since Law is a very fast character, you can keep opponents awe 
wea his basic attacks -- when your Special Arts arent working to your 
antage. Mix up a few Front Kicks with €» s, and the Three Backhand 
Bombo. Many times, after the front kick, your opponent will walk حح زرل‎ 
© into the punches. Another thing to do after the Front Kick is the 
tow Leg Kick-How Kick. Since your opponent will be blocking high to 
FE against your Front Kick, this will leave him open for the Low Kick. 
Remember that you can also flip directly after the front kick, so it 
would be wise to randomly go into the Hip Kick from the Front Kick. 
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Law's most powerful fighting tactic is his juggle 
combos. Law's juggle combos can take of massive 
damage with just a small bit of effort. A good wat 
го tick an opponent into walking into a flip is to hit 
firm with a quick Front Kick, then ga into your Double 
Flip Kicks. Once you knock him into the air. finish hir 
Off with a punch, then another Flip Kick. 
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Once you have gotten the Alps and Dragon Slide under control. 
watch out for the Fists of Fury combo. This is a quick move that 
many players use to push their opponent back when needed. 
You can duck the Fists of Fury combo, but beware of the add-on. 
You must block the Backhands high. You can usually tell when some- 
one is going to add on the backhands, because Laws body posi- 
tion switches midway through the Fists of Fury combo. Your best 
bet, to take advantage of both of these attacks, is to either USE 
an axis-shifting attack. or a counter. This way, you can stop the 


Most Law players love to flip. This works great- 
ly to your advantage. Every blocked Flip means 
@ Chance to throw or juggle. The juggle is the best 
choice, since Law can sometimes slip under your 
throw. You need to know when Law is going to 
Flip. Look at the section on Law and study all the 
moves he can flip out of. You will notice that most 
of them are crouch moves. Any time Law crouch- 
es and is in close, he probably intends to jab ar 
kick, then Flip. Whether you block the jab or not, 

make sure you stand up to block the flip. Even 

if he just gives you another low kick or jab. that 
is much better than a flip kick combo. Stay ир, 

-because the Hip is probably going to follow. If it 

doesn't, just back up a bit. Then, lunge in with a 

fast attack of your ۱۶۸۰ 




















ғ 2 کک سے سے‎ If you see a Law player remaining ina crouch 
for an unusual amount of time, more than likely 
they are getting ready to use the Dragon Slide. 
The best thing to do in this position is ta crouch 
low until you are sure that you are safe. Meaning: 
crouch until your opponent performs the Dragon 
Slide or stands back up. If your opponent does 
Slide, the only thing you can really do is hop kick 
or wait until your Character completely blacks the 
attack, and then hit him with a low kick. 
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Laws Dragon Fang is a fast takedown that you must be aware 
of at all times. It comes OUt relatively quick and can leave you lit- 
tle time to prepare. The most prominent feature of this attack is 
that Law goes into a normal crouch, but it looks a bit leaned-back 
and he puts one of his hands down on the ground. When you see 
this. immediately go into a crouch block. Once you block the attack, 
simply pop your opponent into the air for a juggle combo, or use Your 
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The last tricky move you should be aware of is Laws Hop Kick- 
Flip Kick. The tell-tale sign of this attack comes when YOu see Law 

Jump into the air with a little side kick. Normally, this move isn t used, 
since it links into a Hip Kick. If you see the Һор kick come out, imme- 
diately block high. 


As far as throws go, whenever you get throw, 
you are almost always likely to get out of them 
via d. This is because Law's Link Moves are 
relatively easy to perform and the most darri- 
aging of his throws. When you see yourself get- 
ting thrown, immediately press c. 
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One of the most frustrating opponents in the game, Heihachi 
is contender for “Punk of the Year.” There is nothing worse © 
than to be winning a match, by over half energy, and have Î, 
Heihachi do one simple combo, and bring you to defeat. Heihachi f 
is an easy character to use for juggle combos, fast damage, and 
speed. He is also a tough character to master. If you want to 
spend the least amount of time playing Tekken 2, and still be © 
a contender in matches, Heihachi is your character. However, f 
if you happen to come across someone who knows what Heihachi (© 
can do, you better play smart. Definitely a good all-around char- f 
acter, Heihachi can destroy energy bars in less than seconds ... | 
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This is probably the coolest looking 10-String Heihachi owns. Although it does considerable damage if not guarded properly, it isn’t all that tricky to defend 
against. The first four hits are excellent for pushing your opponent away and can also be snuck into certain juggle combos. Try using theDemon Godfist, then 
Immediately go into the first four hits of this 10-String. Be careful of continuing it past the first four hits, as it is easy to get reversed and countered. 
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Heihachi has relatively easy 10-Strings. They also 
deliver a decent amount of damage. The only 
drawback is that they are easy to defend against. 
Your best bet is to use the first 4 hits of each 10- 
String as Keep Out Tactics, and also to add hits 
for juggle combos. If you want to finish the 10- 
Strings, in actual combat, and be safe from reper- 
cussions, start the 10-Strings about 3-4 character 


pz pz А5” lengths away. This way, your opponent will have 

SS с. E S ST < zn д н! to block or attempt to counter with a Hop Kick or‏ اج 

LN ИХ Ж N reversal. Once you get them into this pattern, sim- 
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ply stop after the first 5-6 hits ... and throw them. 









ОЕМОМ 6071 | ONE-TWO PUNCHES DEMON GODFIST M CRUSHING KICK 


One of Heihachi's most 
powerful combos; this 
can be difficult to exe- 


E cute. The most impor- 
tant thing is getting the 
1-2 Punches off imme- 
diately, after you con- 
nect with the Demon 
Godfist. Then, perform 
ы another Demon 
. s Godfist and finish off 
PA witha Crushing Kick. 


Here is an easier WIND GODFIST UPPERCUT STANDING PUNCH 


combo to do. Use the 
Wind Godfist to pop 
your opponent up 
after a missed attack. 
Then, finish them off 
with the simple 
Uppercut to Double 
Uppercut chain ... 
quick damage with a 
relatively easy combo. ھی‎ 


Practice this one for pr] PS 
p Гоа Е 


easy victories. 
D0UBLE UPPERCUTS STANDING PUNCH یلاک‎ Т | 8 | This combo is another 





me of Heihachi's 
t most difficult, at least 


i 4 | "^" ` Е: ( ET. E | 4 for the average play- 
21 + к SOR. - B e a: Mf “ет er. When you connect 


with the Double 
Uppercuts, you have 
to wait for a split sec- 
ond -- until you 
attempt the Standing 
= Punch. After that, the 
Devil Fists are a cinch 
to pull off. 











Î The Thunder DEMON GODFIST ONE-TWO PUNCHES DEATHFIST 


odfist/ Hard Pounce 

is almost ridiculous, سس‎ a 
because of it’s ease , 
and damage. If you 
sense a high attack 
coming from your 
opponent, quickly 
execute the Thunder 
E Godfist, then Hard 
Pounce on him .. EC — ^ = = = я ксы. => E m == == 


p easy, damaging — — m‏ سٹسج 
game over. > 3 | 2 P $9 E ГЕ‏ . 
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Ihe three key steps to defeating anybody with Heihachi; 


#1 Juggle! 
#2 Еоск! 
#3 Juggle some more! 


Using these tactics, you will be able to get medieval on anj- 
one's buttocks. Truthfully, Heihachi has devastating juggle 
combos. If you practice your juggle combos, and know when 
to strike, you WILL win a lot. The main two combo starters 
аге the Demon Godfit and the Wind Godfist. The first is defi- 
۲٢ا]‎ the fastest of the two, and should be used whenever 
possible. When you see a high attack attempt coming. 
quICKIY bust out with the Wind Godfist and send your Oppo- 
nent to the ropes. lf you have a bit more time to execute a 
cambo starter, dont be afraid to use the Demon Godfist. 
Either of these combo starters cause considerable damage 
themselves, let alone with extra hits chained on. With 
Heihachi, sirnple 4-5 hit combos can take off over GO points 
of damage. 


KEG 


Besides the Uppercuts, Heihachi also can attack low with 
lightning fast speed -- by way of his Hell Sweeps. 
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Using some easy Keep Out Tactics to keep the opponent at 
Day, then Uppercutting when you have the opportunity, will 
get the average player by. The only problem is that Heihachi 
сап become predictable in the hands of an average player. 
Keep mixing your attacks up. Another great wav to inflict 
some damage is to use the first few hits of Heihachis 10- 
String that starts with the side kick. This one will keep an 
opponent Blocking for a bit and possibly confuse him into 
receiving damage, GR it will all connect and make your орро- 
nent so mad that he will want to take Tekken 2 hack to the 
software store -- hee...hee...hee 




















































away from them at all costs. 


| Regular Punch Attacks: Everyone has their fast punch combo's, but 


| Heihachi's are among the most damaging! Usually. if you happen to duck 

| under such attacks, you could use an easy ducking left punch to Knock 

| your opponent back. If you try this on Heihachi, you better do it with 
immense speed! The third hit of Heihachi’s left punch, left punch, right 
punch, will nail an attacking opponent. It is, therefore, best to just wait out 
| the attack, then immediately do a rising attack or press your throw but- 

| tons. If you block high with success, go for your fast attacks or throw. Be 

| aware that one blocked Punch Attack from Heihachi usually means another 
to follow, or a juggle attempt. It is good to go for your low attacks to get 


Heihachi out of his Attack, and get him on the defense. 





As in Tekken I. Heihachi is still the master of juggles. Due to the excessive 
damage that can be achieved with Heihachi's juggles, one or two juggles 
should end the match. Expect them at all times. This means a lot of high 
Hlocking followed by throws and fast attacks, This definitely doesnt rule 
out blocking low. Heihachi's Hell Sweeps also produce a 4 hit juggle for big 
damage! 











| The Godfist is OFTEN used when Heihachi is just out of normal attack range. 
| Due to the lunge, Heihachi should get right up in your face before his attack 
|! js unleashed. This gives you plenty af time to use your best defense, a 

| counter combo. Make sure that your counter combo starts low or mid, 
since Heihachi ducks down a little for his Lunge Uppercut. Also, be sure to 
use your fastest counter. 

| 


Heihachi’s Double Uppercut produces two fast uppercuts and is to be used 

in Close combat. Many times, one uppercut will be thrown out to get you to 
run in far an attack af your own. When you run in, the Uppercuts knock You 
high into the air. and can lead to big juggle damage. 


The main thing to remember when fighting against Heihachi is that you must cause very high damage at every possible opportunity. This is 
because you are never too far off from receiving a high damaging juggle attack yourself. Be wary of Heihachi’s juggle combo starters and stay 
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The Thunder Godfist crouches under high attacks and com- | 
bos, with a Hard Pounce for extreme damage. When 

Heihachi players see you using all high attacks to keep 

them awa, you can expect to get smacked with the big 
uppercut. Just vany your fast attacks, so that they hit the 

mid section often, thus making the Thunder Godfist an 





Heihachi owns a devastating low attack, also -- the Hell 
Sweeps. This attack starts low. then juggles you up and con- 
tinues to mash you. for up to 4 hits. This move is often start- 
ed out of nonmnal attack range. Most of the time, your quick 
attacks will knock Heihachi right out of his fun, if he tries to 
start his Spinning Demon from close range. Since the attack 
usually starts out of range, the first Low Spin Kick should miss 
you, giving you plenty of time to start blocking or to go for a 
counter attack. We recommend blocking over the counter 
attack, because your timing must be amazing [Hit Heihachi as 
his leg is facing away from you for a split second) and often 
leads to sure hits for Heihachi. But, to block successfully. you 
must know that Heihachi can go into two high kicks at any 
time. during or after his 3 sweeps. Most players do three 
sweeps and then the high kicks. Keep a close eye on 
Heihachi'’s legs, and you should block well. As usual, go for the 
fast attack or throw after 一 一 

all the blocking is done. 





With the Slice Kicks, Heihachi leaps forvard to either do a slide 
attack, or a kick to the stomach. Another distance move: this 
attack is usually used on Gowned opponents as they try to get 
up. It is hard to tell wether the attack is going to hit high or low. If 
you are on the ground, press left punch to roll away. If you аге 
standing, you can often nail Heichachi with a counter combo, 
uppercut, or jump kick juggle [if your player fas @_jurmp kick juggle) 
before his foot comes out. But, if you have trouble doing a 
counter attack, just tap up and land with a low kick [O+LK]. If your 
tap up was ligt с Ку, your low kick counter should hit Heihachi 
- before he is сост to. مع‎ 
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unfavorable option. 
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In the first Tekken, Paul was a frequently chosen character 
-- because of his lightning fast speed and good repertoire of 
moves. In Tekken 2, Paul is even better than before. Paul is 
one of the select few characters who was given a counter move. 
He has also gained a multi-part throw, which is sure to finish 
any opponent-off quickly. Paul also has an excellent new 10- 
string, which is confusing to block against. Also great about 
Paul, is his low-hit /high damage juggle-combos. With just a 
few hits, Paul can take down an opponent’s health to virtually 
nothing. Used correctly by a skilled Tekken 2 player, Paul is 
virtually undefeatable. 
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The best 10 String Combo of Paul's, this one can really confuse your opponent and make them block incorrectly. Since hit #’s 5 and 9 hit low and the rest hit 
high, your opponent will usually assume they are safe, until the Low Leg Sweep pops out and ruins their block. Also, once hit #8 actually connects with your 
opponent, the rest of the 10 String is Unblockable. Use this particular 10 String sparingly, if you want it to surprise your opponent when they least expect it! 














With Paul established as our top-ranked character 
in the game, it would seem that he would have an 
exceptional number of 10-String combos or super 
high damaging ones, at least. This is not the case. 
In fact, the only place that Paul is lacking is in the 
10-String area. He basically only has two 10-Strings 
and one 5 string that can all be blocked, with a bit 
of practice. The good thing is that they are very fast 
and can surprise opponents, if you use them ran- 
وت‎ domly and only when you need them. Try not to 
simply use the 10-Strings to attack. When you have 


-- х LN ZS your opponent down to a tiny bit of energy left, 
Б لد‎ >< explode out with a 10-String to finish him off! 
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With this combo starting off with a Hop Kick, 
it is imperative you learn at least THIS one. 
Раш! сап counter almost any attack, with his 
simple Hop Kick, and that always leads to 


ЕЕС 


times to use this style combo would be after a 
missed slow recovery move, or as your oppo- 
nent is lunging toward you. If you use this 
move as your opponent is attacking, it will 
W score for even more damage -- as the first hit 
Баа will count for an actual counter strike. Study 
239 each character — that way you will learn, at 
the very least, the most-used slow recovery 
moves for every character. 


The second of Paul's Hop Kick combos; this 
one is a bit trickier to execute. After you get the 
Hop Kick off, you have to make sure you are 
in a full crouch, before you press the LP, or you 
will bust-out with a Hammer Punch. Although 
this combo takes a bit more practice, it defi- | 
nitely is a crowd pleaser. With explosive force, 
it can sometimes make an opponent think : 
twice before failing to block again. Either of the 
two different finishers are great, and both 7 


combos 3d start with the Hop Kick, you will 
want to learn them and make them a perma- 
nent part of your arsenal. 


One of Paul's most powerful combos; the 
Stone Breaker to Low Leg Sweep-Elbow is 
very useful for ridding your opponent of his 
health. With only four hits, this combo deliv- 
ers more than 80 points of damage. Another 
great feature, of this combo, is that it starts off 
with an already confusing move ... the Stone 
Breaker. The best time to utilize this combo 
is when your opponent is attacking high. 
This way, you will sneak underneath his 
attack and take him to the floor. Set yourself 
up to pop this combo out by crouching first, 
and throwing some punches or low kicks 
out. Then, just go in to the combo. 





Just a fun little combo; 
this one doesn't do all 
| (that much damage and 
really doesn't have that 
f much range. It is only 
useful when you are ‚ 
very close to your oppo- ades 
nent, and are mixing up IN 
some front kicks in with 
MESS vour uppercuts. This 

gm way, your opponent will P 
=) Walk into the uppercut, 
WEN and then you can finish 
him right off! 
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The first thing you must know, in order to be successful with Paul, is the fact that 
he has some of the quickest moves in the game. One of the fastest and most surpris- | 
ing is his Death Fist. This move is great for pounding opponents who missed their к 
attack or that are trying to get up off the ground, offensively. If you can manage to У 
get more than 2-3 characters away from your opponent, quickly dash back and forth ۲٢ 
with small steps. This will entice your opponent to attack and you can then smash 
them with a Death Fist. Equally fast is the Falling Leaf combo. Use this move when you 
Know your opponent will attempt to hit high. or if he is just standing waiting for you to do 
something. Both of these moves are excellent combo-finishers. They also can keep appo- 
nents from getting up. if you time them to hit as your opponent is rolling to stand up. 




















Paul's -e punches are among the fastest in the game and are extremely use- 
ful for keeping opponents away — as well as chipping away at their health. Use these 
punches for close range fighting. and add in some push kicks when you are just 
out Of 1-2 punch range. When your opponent tries to attack, he will get a fist or 
foot in the face. If your opponent has reversals, use this tactic sparingly because. 
eventually, Your opponent will catch on and devise counter tactics. If your oppo- 
nent has reversals, rush in and throw your opponent, after you have used a 
QUICK 1-2 punch. Frequently. he will be caught attempting a reversal and you 

will get an easy throw. To try and trick your opponent, add a left kick imme- 

diately after a quick I-2 punch. This is really the starter to both of Paul's 10- ~ 
sorings. but it is extremely effective for keeping your opponent away and setting WV 

A you ир far a Harmer Punch or Hammer Punch- ` 
Low Leg Sweep Combo. 
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. Paul's jurnpintg right Kick is a very effective counter and should be used often, 
since it is a comba starter. When you block an opponent's attack, that leaves him ven- 
erable for a short period of time. it is your chance to perform your jump kick combos. 
Since such attacks from your opponent are usually very damaging. this will cut down 
ап your opponent's use of damaging attacks. This attack can also be used in place of 
throws. Since your opponent may get used to the times when you will throw, he will often 
try to duck your throw. As they try to duck, out comes Paul's jump kick and here 
comes the damage! 











Paul is one tough opponent. He has great fast attacks, damaging chain 
attacks, great juggle darmage, AND reversals! Most of Paul's attacks hit high. 
but the Small Sweep Combo will keep you guessing on where to block. 





Paul Can easily Juggle for lots of quick damage. While his general uppercut is not 
very good, his Jump Kick, Double Jump Kicks, and Hop Kick can all pop you up -- 
resulting in an opponent's combo. Look for Paul to try and get these juggle starters 
in. often. This means keeping a high guard often, but watch out for that Low Leg 











Paul fas excellent Keep Out moves. He has the first four hits of his 10-String 
Lornbo to mix with his regular One-Two Punches. Toss in the Front Kick and the Low 
Leg Sweep Combe. and you are in trouble. Trying to fight back with your own 
Keep Out tactics could very well mean getting reversed. Now, you REALLY have 
Co mx up your highs and laws to keep from getting tossed... and start the 
raurid at with mare Ipws than highs — evade the reversal! Another good tactic, for 
later in the round, is to throw a high attack or two, then throw Paul when you 

шы See him go for the reversal! 
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When Paul gets in a crouch, your Opponent is probably going to go for one of 
two combos, Either it will be two fast mid-section attacks, or the Stone Breaker. 

Both chains can be very damaging, but the Stone Breaker is the worst! The last hit 
Of the latter will send you reeling in to the air and then you are open for the pun- 
ishment of your opponent's choice. This can do between 52 and 82 points of 
damage, depending on whether or not the first hit got you, and if it was in a counter 
situation. The trick to blocking this attack is the same as the Hammer Punch 
Chain and variation. Both attacks start with a fast mid-attack, then a Death Fist 
shatld quickly follow. If there is a slight Pause, you know you need to block low to 
avoid the Stone Breaker and any subsequent embarassment. As usual, success- 
ful Blocking can mean a chance for an easy throw., juggle combo, or a fast dam- 
aging attack. 5 


One particularly devastating attack to look out 
for is the Hammer Punch, that either goes into the 
Death Fist or the Low-Leg Sweep/Jeath Fist. Both 
cOme OU pretty quick, but the sweep combo comes 
Out 4 little slower. So, block high after the smashing 
fist, unless you notice a slight pause. The Slight pause 
MeEaNS YOUr opponent opted to use the Low Leg ver- 
sion. Even with practice, this can still be a Cough attack 
го Black! Be aware that the Low Leg-Death Fist Combo 
does not need to start with the Harmmer Punch. This 
Short version of the combo will often be used to pun- 
ish you for trying to block Paul's arsenal of high attacks 
.-. and boy does it come out fast! If your timing is 
excellent YOu Can press left Kick after the initial Harn- 
mer punch to stop the chains, but it’s best to block. 
























Pauls Ultimate Tackle link mat do 61 pts of damage, but you can definitely 
avoid the attack. Always be ready to tap the nights and you are all set. As soon 
as Paul grabs your mid-section, you Mave until the camera angle changes to bust 
But! ... just srmash the rights! Yau do have toa be fast. But a little Practice and your 

= as good as safe 















IF you are also playing as Paul, you have 2 chances 
to get out! While Paul starts pounding on your face, 
Rapidiy mash both punches and you will reverse the 
Ultimate Choke attack! 
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Of all the characters in Tekken 2, Jack is one of the two main 
bruisers. His basic attacks do a LOT of damage but have poor 
recovery time. Basically, a good Jack player can pound an орро- 
nent into the ground with sheer brute strength when play- 
ing offensively or defensively. Look for Jack-2 to utilize low 
hit /high damaging combo’s that can decide the outcome of 
battles in just a matter of seconds. Jack-2 is one of the most 
amusing characters to play, because of his unorthodox fight- 
ing style. If you aren’t a big Jack-2 fan, it’s wise to play him 
| Just to learn what he is capable of. Also it’s good for a change 
| of pace, since he is unlike anyone else -- spare P-Jack. 
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15, 15, 15, 15, 40 








Here is a very effective 10-String, if you can safely get past the first 3 hits. The drawback of it is that, if your opponent sees you attempting this 10-String, they 
can easily knock you back. This can also sometimes lead to juggle combos — so watch out. 


Jack-2’s 10-String combo’s are lacking in the 
area of originality and usage. Mainly, the #2 10- 
String is used for keeping opponents at bay. 
The #1 10-String is basically the same combo, 
but with a different beginning and ending. 
Both are very easy to block and shouldn’t be 
used too often. For the surprise factor, you can 
attempt the #1 10-String from a distance of 
about 2-3 characters away. This will keep your 
opponent away long enough, so they don’t 
have an opportunity to juggle you. 






















The Violent Uppercut CATAPULT Ш SWEEP 


very easy to catch mA 
sour opponent with. + | 
Use it during your 
Keep Out Tactics. 

| Once you connect 
ES with it, wait for Jack 
to pull his arm all the 
way back, then hit RP. 

E NE == wal > FF گا‎ Pp E Once that connects, 

A ДТ, 2 ез ! =| mash your opponent 
EL 7 o 2 | еее > - 3 with the deadly 
Power Scissors. 

















combos. When you see 
your opponent com- 










B quickly go for the 

g Bravo Knuckle. Once 
you get your oppo- 

f nent in the air, it's 
smooth sailing -- as 
the remaining hits are 
very easy to execute. 
































When fighting as Jack-2, remember the one advantage he has 
Over everyone else, he is all power. Now, remember his main dis- 
advantage. he recovers from his moves very slowly. In order to 
become proficient with Jack-2, you must develop a defensive stile 
Strategy and make your opponent come to you. When your oppo- 
nent begins to attack, get ready to defend, then counter. If 
Your opponent attacks high, and you auch undemeath the attack, 
immediately go for the Hell Press, then Hard Pounce on therm. This 
fakes off HUGE damage and is very easy to execute. When you 
attempt this move, YOu must make sure you are right up next to 
your opponent, or else you will bounce right off of thern. 





As for the surprise factor, Jack-2 has a great long range move 
Called the Megaton Sweep. This move covers a lot of distance and 
opponents often think they are just out of range. If you are about 
34 Character lengths away from your opponent. go right into the 
Megaton Sweep. Then, once it connects, lunge in and perform 
another one. The main problem with this move is that. if it is blocked, 
you are highiy susceptible to juggle attacks and throws. A good 
Wal to get into position is by using the Double Hammer. Double 
Uppercut. 





The Bravo Knuckle is a high damaging move that cormbos nicely 
with Jack-2's Hard Pounce. Whenever your opponent is unleash- 
ing an excessive amount of high attacks, that start out of attack 
range, it is your cue to unleash the Bravo Knuckle. Jack-2 will pass 


| Safely under your opponent's attacks and rise up with extreme 


force. lacking an the extra hit is the icing on the cake. The dam- 


۰ 802 you cause will allow you to easily finish out the round with 
some simple Push Kicks, ducking punches, and/or Scissor attacks. 
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Jack-2 has great Keep Out Tactics. When your 
opponent is clase, vary your attacks with quick 
crouching €5 and &'s. These come out very quick 
and can cancel the majority of your opponent's 
moves, if you execute them fast enough. Once 
the crouching punches connect. switch up between 
either a crouching $% or a Violent Uppercut. The 
Violent Uppercut will knock your opponent into the 
air and you will then have a good juggle opportu- 
nity. Since the Violent Uppercut has great recov- 
ery time, you can use this tactic more often, as 
it. iG veru hard to get clase — eepecialt wher uat 
Practice your Keep Out Tactics. 





As for throws, it's best ta use Jack-e's special 
throws — when you have a throw opportunity. 
Instead of the regular Gorilla Press throw, go for 
the eas-to-execute Piledriver or Pyramid Driver. 
These cannot be countered, after you have grabbed 
your opponent. Look for throw opportunities after 
slow recovery moves, and also for the surprise 
factor. Many times, you can lunge right into a 
throw ... uncontested! 




































Jack has very fast & jabs, both crouching and standing. Also, 
he has good range on his rising € uppercut. Your opponent will 
use the jabs to keep your attacks out and the ® uppercut can 
lead to comba's that take away over 34 health. This makes an 
experienced Jack-¢ player a tough opponent. Fortunately, Jack- 
es recovery time from his attacks is not so good. This allows 
you to make a fast attack, when he completely misses you with 
the jabs or uppercut. This often happens, Since inexperienced pia- 
ers throw power-moves out like we throw out used Frampton 
records. So, move towards and away to entice your opponent into 
attempting a power move. Then, use your favorite Juggle 4 or ار ا‎ 
to make them pay. a 
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Jack-2 can end matches in seconds, if you get caught up in his 
Pile Driver. And that is just one of his many devastating throws! 
Stay at least a characters distance from Jack-2, as much as poas- 
sible. This will entice Jack-2 to lunge in for the throw. Step back 
so that НЕ لئ‎ misses. Now you throw Jack-2 while he is stuck 


in his throw animation! 





The Megaton Sweep is another power move to watch out for. This 
move is very damaging, and a good Jack-e player will often run 
in to release another for a second hit and good damage, if the first 
one knocks you to the ground. It is tricky to watch for, if the Jack- 
c player does a lot of ducking to rising attacks. You need to watch 
for his body to twist as he ducks, telling you that he is going for 
this powerful low attack. This is another move that is often used 
at long range, thus making it fairly easy to block. Just be aware 
that it has excellent range ... many players get smashed by it. 
thinking that they are just out of range. Believe us, you arent. 
The good thing is, if and when you block it, you will be able to throw 
Or juggle Jack-c for some decent damage, depending on с cho- 
sen Character. ; 








A good Jack-2 player will use the Bravo Knuckle 
when you are stuck doing a move that hits high 
or a chain that hits high. Many times, Jack-2 
can simply go under high hitting moves with this 
attack, and cause major damage. Easy fix. Dont 
use high hitting combos, unless they are going to 
hit Jack-2 and force him to block, or be be hit. If 
you do start your moves at a distance, Make sure 
the attack hits at least the mid-section by the 
second hit, so Jack-2 will be knocked out if he tries 
the Bravo Knuckle. 












The most used Jack-2 attack is the Power Scissors 
Combo. This attack is extremely fast, for the first 
| part, and can hit you high or low for the second 
| part. Most Jack-2 players will use this move when 


nent stops after the first scissor, go for the throw. 
lf your opponent tacks on the second hit, you will 
be able to see if it is going high or low. Again, block 
and counter with the throw. 





| 
| 
| 
| 
: = they are out of nonmnal attack range. When an oppo- 
| 

















With King having the most impressive arsenal of throws in the 


game, it’s no wonder he is the 4th rated character. The only = 


thing he is lacking is a decent uppercut, but he has other attacks Е 


that make up for it. Fast and powerful, King also has an impres- 


sive collection of juggle combos. King is mainly played as an B 
aggressive player, always on the attack. Definitely a Tekken 2 © 


superpower, a well trained King player is deadly and virtual- S 


E unbeatable. 
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Learn this ten 8 first. When people aren’t too familiar with King, the jump kick - 6) throws them off guard. Your epponent will, most likely, block — 8th hit, 
since he will see King kicking low, but the 9th hit should really fool your opponent! King stands up, making your opponent want to stand up and block, but the 
hit must be blocked low! Once this hit connects, the throw is impossible to block. The ending throw is intimidating and should insure you an easy victory. 
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The first four hits of all these ten hit chains are 
excellent in normal fighting. Not only do they 
help keep an opponent out, but they cause big 
damage. Use the first four hits to tenderize the 
opponent. Next, use the low jab-uppercut to fake 
a change in play strategy. Then, go into one of 
06 s full ten hits. Even if your opponent blocks 
a lot of the hits, your opponent will probably lose 
the match. If your opponent is still alive, go for 
the Ali Kick-Middle Smash. He will probably not 
be expecting the leg attack by now. Final Note: 
avoid King’s old ten hit as it is too well known. 
Only throw it in after using the others extensively. 
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As far as juggle combos go, King cannot start them in the usual 
e cut fashion. Instead, you must either use a Smash Uppercut as 
opponent is attacking or crouch and use the Dynamite Uppercut 
som the crouch. You can also get an opponent into the air by using 
gs basic Hop Kick. Our particular preference is the Hop Kick method. 
2n in clase to an opponent, throw a couple of high punches, then 
ediately jump forward with a Hop Kick. Your opponent will, most like- 
walk right into the Hop Kick, giving you a Chance to heavily damage 
mem with a good juggle. Once your opponent is in the air. perform 
S80 guick sets of I-2 punches then go into an Ali Kick. This is just a basic 
ample of a King juggle combo and many more can be performed. 
Practice with the juggle starters and be ready to use them in battle. 
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As for linking throws, this is where King separates himself from 
the majority of the pack. King can link-throw an opponent into defeat, 
once you have the button presses memorized. Practice the huge 
Romero Special and the 5-String throw combo on the computer. 
_ until you are sure you Can ao it in the heat of battle. Remember to 
vary wip your Links, so your opponent doesnt catch on and start to 
_ counter you. Another great thing about King is he can Link Throw 
_ off of simple attacks. The Jaguar Driver and Stun Punch Links are very 
= EASY tO Start and just as easy to finish. When you Nave a throw оррог- 
| tunity, go for the Jaguar Driver instead of the reguiar Suplex or Coconut 
Eris, if P Un are sure you are quick enough. The damage inflicted 
| -一 一 一 on لا‎ opponent will definitely be worth it. 
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Obviously, King’s biggest strength is his throws. Having nearly 4 
times as many throws as the average Tekken © Character, it makes 
it almost impossible for your opponent to know What to look for. Kings 
best non-linking throws are his Tombstone Piledriver and his Giant 
Swing. These take off a considerable amount of damage and can end 

= a match quickly. The oniy drawback of these two throws is that the 
motions to perform them are a bit tricky. The best time to use them 
is when your opponent has just missed a slow recovery move. The 
- surprise throw is also a good time to use them. Example: when you 
and your gpponent are standing relatively close and neither is attack- 
ing with big power moves, rush in for the throw. Use this tactic ONLY 
ig when you have perfected the motions for the throw and can suc- 
` cessfully perfonmn them about 95% of the time 




















To keep your opponent away while setting your- 
self up for a surprise throw, use the Low Jab-Uppercut 
method for some fast punches. Then, throw in a Front 
Kick and add in either a Convict Kick or a Hop Kick 
after the Front Kick. When done corectly, the Mix- 
Up Punches, combined with random Hop Kicks and 
Front Kicks, can frustrate an opponent into doing 
something stupid. You can also stun а blocking oppo- 
nent with his Elbow (OF+LP) and then go into your 
Mix Up Punches. Your opponent can block the punch- 
ес, but thats about all he can do. If you want to take 
off serious damage, go for the Unblockable Elbow, as 
soon as the Elbow connects. The only way your oppo- 
nent can safely get gut of this is to crouch down. 

If they do crouch down, start using ав. kicks to 
get an easy juggle. 


If you REALLY want to frustrate your opponent, 
try using an Ali Kick/Jppercut to hit your opponent | 


* as they tru to get off the ground -- after you have 


knocked them down. If they attempt to get up as | 
you perform this move, it will hit them twice and you 
can do it again and again. It is easy to defend against 
but most players dont KRON How. 
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Since Kings major damnage dealing attacks are his throws, it's critical 
that you leam how to get out of them. We have found that an average 
King player doesn t usually go for the big Link-Throws, so that leaves you 
to contend with his basic throws. When you leave yourself open against 
@ King player, you will normally get thrown with the Suplex or Coconut 
Crush. These are easily countered by $è for the Suplex and & for the 
Coconut Crush. Most of the time, it is the Suplex that is used. If, however, 
you are playing against a skilled King player. you MUST be aware of all 
King’s Multi Part Link Throws. These throws can take off MASSIVE dam- 

age, if you dont escape from them immediately. Study the throw sec- 
Gon on King and leam what buttons you must press in order to live through 
a Lirik Throw attack. 


King has some fast punch combos to keep you out and get your 


Guard up. A good opponent will mix these up with an Elbow Smash ۹ 


that will stun you when you block itl You do have time to recover before 
receiving a follow up" hit, but you need to pay close attention. If King 
does the typical Convict Kick, you can just keep blocking high. Mant 
times, a King player will go for an Unblockable Elbow, Hop Kick, Convict 
Kick, or a Throw. If King goes for the unblockable or throw, duck and 
counter. If King goes for the Hop Kick or Convict Kick, you want to 
Block high and then counter with a fast attack, throw, or juggle starter. 





King’s Uppercut starts from the crouch position. This is good 
because you don't have to watch out for the traditional Uppercut. 
If you see an opponent crouch, be aware that the uppercut can pop 
out at any time. Here, it is wise to either back away or. for the brave 
Players, try to juggle King, as he can’t block your Uppercut or Hop Kick 
if he is ducking. Something to remember though: if you attack while 
King is crouching. he can choose to go for the Ali Kicks. Since you 
would be attacking, the Ali Kicks will count as a counter and you will 
Be іп position to receive an Octopus Hold. You DON'T want to get stuck 
in the Octopus Hold! Just block low for the fourth hit and you can 
avoid this devastating attack. 





The best way to keep King from attacking you 
is to use some fast Front Kicks and Punches. This 
wil keep your opponent blocking and unable tao da 
much of anything, if you get your basic moves off. 
You can also stop a lot of King attacks with a Side 
Kick. This will take off a bit more damage than usual, 
because you will be hitting your opponent as they 
try to attack you. If you happen to be using a char- 
acter with either a reversal or an axis shift, you are 
іп semi-decent shape against King, because his power 
moves come out a bit slow. Usually. JOU Can pre- 
dict a slow move and set yourself up to damage King 
before he finishes his attack. This is definitely the 
best way to take a good King player down, and 
increase your Chances of victory in the process. Just 
watch aut for those throws! 
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To be successful with Michelle, you must learn all of her dif- 
ferent variations of move combinations. Since Michelle isn’t 
all that powerful, you have to win by confusing your opponent. 


When you have all of the move combinations down, you are | 


halfway there. The second thing you need to know about the 
move combinations is when and where to use them. Michelle 
has tons of move variations as well as a great ability to jug- 


gle. A good Michelle player can keep opponents airborne for E 


days. Michelle is mainly an offensive character as she lacks 
any real defensive moves. 
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All of Michelle’s 10-Strings start off the same, which is not a real great thing. Since a well trained Tekken 2 player can spot Michelle’s 10-Strings as they start, he 
can shut the 10-String down faster than it started. This 10-String, however, is your best chance to damage your opponent, with a 10-String, if you can get past 


the first 4 hits. Once the 5+ hits start, the 10-String can confuse your opponent and leave Һіпш>ореп to receive damage and defeat. 
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As stated before, Michelle's 10-Strings all start 
off in the exact same manner. It is hard to dam- 
age a decent Tekken 2 player with Michelle's 10- 
Strings, and you are probably better off to not 
even attempt it. Many times we have seen a 
Michelle player get destroyed because of a futile 
10-String attempt. It’s best to start the 10-String 
from a distance. That way, you will already be 
past the first 4 hits when they start to connect 
with your opponent. Look for openings when 
your opponent is an unusually far distance from 
you. This is your opportunity to actually score 
with a 10-String! 
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This combo is only 


jJ ê useful when you have 
ime to charge up for 
e Heaven Cannon. 


Once the Cannon 
connects, quickly exe- 
| cute the Dashing 
Î Punch, then the 
p» 9 Elbow. After they | 
t j both connect, walk in | 
| 
| 






® just a bit and immedi- 

| ately go for the Death 
Push-Pop Kick- 
Uppercut. 


This combo is one of 
the most useful 
Michelle combos 
around. It starts off 
very easy and it does- 
n't give your oppo- | 
nent much time to | 
block. Go directly into ES 
the Dashing Left 
Punch, after you have 
blocked a slow recov- 
ery move, or just for 
the surprise factor. 
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Michelle's best move happens to be a throw. Her Nelson Suplex 
کا‎ relatively simple to execute and has great damage. Practice this 
throw until you can get it about 95% of the time. Your opponent 
Will almost always Give you an opportunity or two during a match 
for you to use this throw, so learn to identify when and where You 
can use it. The best time is as soon as your opponent attacks 
high, with a slow recovery move. When you see your opponent 
stuck in their recovery animation, immediately lunge in for the 
Suplex. ! 





Another one of Michelle's handy moves is her Back Leg Sweep 
to Penetrating Bow Leg Combo. If you crouch down and your oppo- 
nent advances toward you, you can perform this attack to knock 
fim to the ground. This move is especially potent if your opponent 
is attacking as the Penetrating Back Sweep connects. Your oppo- 
nent will be unable to block the second hit. This will then knack him 
to the ground, and Give you an opportunity to use your hand pounce 
for 60+ points of damage! 
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A great trick we like to use is the Go Behind Punch to low punch 
to Blue Sky Cannon tactic. Since your opponent can duck the 
6erman Suplex from behind, if you connect with the Go Behind 
Punch you need to be able to use the Go Behind to your advan- 
tage. [he best way to do this is to perform a quick ducking punch 
as soon as you get behind your opponent. Then, he will still be fac- 
ing the opposite direction and you can connect with a pounding 
Sig Boot to knack him to the ground. Once he gets on the ground, 
vou can Chip off a bit more life with a Front Leg Sweep. 
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Overall, Michelle ranks about average in terms 
of ص۷۷۷۱‎ ratio among equally skilled players. She 
has decent speed but not much power: Her best 
power move is definitely her Heaven Cannon. When 
used correctly, you can launch an opponent into 
the air and not let him up until you have damaged 
fim for 100+ points. Try experimenting with com- 
bos by starting off with the Heaven Cannon, then 
adding in some of Michelle's Lunging Elbows or Low 
Kick/High Kick combinations. Once you get her awe- 
some juggling ability down to an art, you will make 
a formidable opponent against almost anyone. 
Just watch out for those pesky counters and 











Fortunately, all of Michelle's chain moves are Pasy to Block -- if 
you watch her closely. What you do need to watch out for is her 
Juggle combos. Michelle can juggle you with a rushing uppercut, 
| a Front Leg Sweep to Uppercut. Hop Kick, and with her Catapult 
Combo. Almost all of Michelle's Juggle combos inflict massive 
damage but are very difficult to perform. Look for good Michelle 
Players to use the crazy damaging combos. This means that you 
shoulan't attempt to attack with too Many risky moves that have 
Slow recovery times. If you do, you will find yourself flying through 
the air and receiving big damage all the while. 


Michelle's Lunging Elbow is extremely fast and any Michelle Oppo- 
nent should be ready to react. It has decent range and can be 
used to knock an opponent down in an instant. Be ready to block 
it often and, when you do, immediately go for a throw. Many Michelle 
Players also use the elbow to keep their Opponent away. Most of the 
time, You can stop the elbows cold with a regular Front Kick SN gè. 
The Dashing Punch is used in almost the same way. The major dif- 
ference is that Michelle doesn’t have to do the “Tell Tale” walk in to 
start the Dashing Punch. The Best defense is to not let Michelle in 
too Close. Try keeping her away from you with regular low kicks 
and low punches. When she gets too close. go for the throw. 
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Michelle's Rushing Uppercut is an excellent combo starter. 
Fortunately, it really isn’t that fast and comes out like a slow ver- 
sion of the elbow lunge. You should be used to Blocking high far 
these, and simply capitalize with a throw after the block. ا0٦1‎ 
Michelle players will try to save this move until you are walking in, 
OF When you miss an attack that leaves You open. 















Many of Michelle's moves start off from a 
Crouching stance. The most effective thing you 
Can do to stop her from executing her moves is 
ta pop her up into the air with a regular uppercut, 
Or a hop kick. This will set you Up to juggle her and 
lead to immense damage, if you have practiced 
your juggles. The only thing about her crouching 
moves that must be remembered is that ther 
Comme out VERY fast, once she gets into the crouch. 
If you are too far to get clase to her after she has 
gotten into a crouch, back away and trick your 
Opponent into attacking. A good way to fake is 
to Crouch down quickly, then stand back vp. Also. 
you can do a simple е: then go back into your 
Block. Many tines, your opponent will think you 
are Open for attack and attempt to get you. Then, 
after you easily block his futile attack, take him 
OUt with a combo ar a quick throw. 


































The Front Leg Sweep - 
Uppercut can be started in dif- 
ferent ways and can also end 
with a low kick or high kick, 
instead of the Uppercut. In any 
Case, it is best to just block up 
after you recognize the Front 
Leg Sweep. By standing up and 
blocking after the Front Leg 
SWEEP, You avoid getting seriously 
combo'd or knocked with the 
tougher of the two kicks that could 
follow. This will frustrate many 
Michele players ... especially since 
they are left open for the throw 
once the high attack is blocked. 
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Lei is definitely one of the most deceiving characters in the 


کس 


22 


game. With his Rushing Punches variations and his Turn- 
Around attacks, Lei can seem almost impossible to block at 

times. Lei is a quick character but lacks the “big damage” = 
factor of some of the other characters.. With a bit of practice, z 
a Lei player can beat almost any average Tekken 2 player. Lei’s с 
advantage is his arsenal of deceiving moves. But against expe- = 
rienced players, they can become far to predictable and lead to 过 
a very tough match for Lei. E 
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Of all Lei’s 10-Strings, this is our choice for most confusing. This particular 10-String can give an opponent a bit of trouble, but not really as mush as one would think. и 
Only 2 hits actually strike low, which means your opponent will not have a difficult time blocking it, if they have been practicing. Just make sure you use the first three 
hits in your normal fighting tactics. Then, your opponent will not be ready for the 4th and up hits that will follow, when you decide to finish it. 
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Lei has a few good 10-Strings but, on the whole, 
they aren’t all that great. They can all be blocked 
with ease and really shouldn’t be used against a 
skilled Tekken 2 player. The one pictured above 
may cause more problems, but nothing so harsh 
as to lose sleep over. It's best to use Lei's first 
three hits as normal fighting tactics — using them 
to push your opponent away. This way, when you 
decide to do a few more hits, your opponent 
won't expect it and may suffer some minor dam- 
age in the process. Lei's 9-String variation can be і 
somewhat effective, though. Practice and decide 
what you like the best! 
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Both of Lei’s two main power combos start 

the same way — with the Launch Kick. Of А DROPPING ANKLE KICK-ROLLING KICK 
all the combos in the game, these rank ١ = | ИЕ : 
within the top ten. You must be extremely Е Не ка cm n 0 I 
precise to get some of the hits off. In the | rn | : T m 
first combo, once you connect with the 
Launch Kick, immediately go into the Hop 
Kick. Then you have to quickly execute the 
rushing punches. For the second combo, 
after the Hop Kick, wait until your oppo- 
nent is about to hit the ground, then per- 
form the Dropping Ankle Kick-Rolling 
Kicks. 
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| with the side kick. 





Lei is a very easy Character to win with, if you get all of his 
SweepNick variations down. With a bit of practice, you can destroy 
almost any average Tekken 2 player, but you will have to work EXTRA 
ard to beat a veteran. The best way to start damaging your oppo- 
nent is to get him in the air for juggle combos. Use Leis Launch 
Kick or Hop Kick to start the juggle combo, and then throw in some 
Rushing Punches to finish off your opponent. The best time to Hop 
Kick your opponent is when he is charging at you. A good time to 
use the Launch Kick is when your opponent is attempting a slow- 
recovery move. When you see either of these opportunities, take 
advantage and punish your opponent for making such a futile 


The Rushing Punches, by themselves, are also a great way to 
damage your opponent. When you see your opponent advancing, 
Immediately start the Rushing Punches and finish up with either a 
high kick or a low kick -- either the high kick finish or the low kick 
Anish will consistently work well. This way. your opponent will get 
used to Blocking high, then you can surprise him at your leisure -- 
with the opposite finish. 






Study the section on lying dawn moves. Lear and remember 
all of the attacks you can do while on the ground, and all the ways 
co get on the ground. Once you know all the different ways to get 
on the ground, you can perform an attack, lie dawn, and perform 
yet another attack to keep your opponent on his toes. One of the 
5est moves for coming off of the ground is the Tuming Foot Sweep- 
Jumping Hook Kick. Practice lying down, rolling toward your oppo- 
nent, then immediately going into the Foot Sweep-Jumping Hook 
Kick. When your opponent gets used to this, you can roll and hit 





Leis Jumping Bird throw is a very effective 
move for damaging your opponent. When you 
fave an opportunity to throw, use the Jumping 
Bird. Once you connect with Е, immediately charge 
your opponent and finish off with a slide or jurmp- 
ing kick. Most average opponents want know how 
to avoid the slide. Veteran players, however, will 
know and you can trick them up Бу running in. 
then, at the last second, execute a Phoenix Kick. 
This is effective, since veteran players jump into 
the air to avoid the slide or jump kick. 





The last thing you should knaw is how to effec- 
tively use Leis Guard Melting Punches. Get your 
opponent into a block, then immediately go into 
the Guard Melting Punches. If your opponent blocks 
all of them successfully, Leis back will be facing 
your opponent. Immediately go into the Backhand 
Sweeps to surprise your opponent and score 5+ 
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Leis Sweep to High kick combo is often used 
and also very deadly. Whenever Lei ducks down 
and looks like he is doing a move. block low and 
then high and you should avoid this attack. If Lei 
горе down on the ground. don't go near him. 
unless you have to. If he rolls toward you, just 
block low. The high attack you may absorb is not 
nearly as damaging. Now that you know to guard 
for this attack, go for the throw, juggle or fast 
attack after blocking it. Another great wat to stop 
the Sweep/High Kick combo is a well timed Hop 
Kick. As soon as Lei starts the Sweep, immedi- 
ately go into the Hop Kick. This will shut the Sweep 
night down. 
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The nonmal Rushing Punch combo is used just as much as the 


Sweep combo, because it does good damage and is hard to guard | ® 


against. If Lei starts rushing at you with the 4 punches, you pret- 
ty much Nave to guess whether or not he is going to end the attack 
with a low kick or high kick. Both will knock you down. The best 
way to defend against this attack is to shut it down before it gets 
close. When your opponent begins to rush, knock him up into the air 
with a Hop Kick. You can also try to use an axis shift. if your cho- 
sen Character has one. This will put you on Leis side, and possibly 
get you in position for a behind throw. 


Busco 3 


Lei's Dropping Kick/Rolling Kicks cause many a 
Blauer to be tossed in the air. The first part hits 
low, So opponents expect the last part to hit low 
as well, but it actually catapults you into the air. 
And, if the attack misses you all together, most 
people run in to kick the downed Lei. Lei can hit 
you low as you run in, and usually does. If Lei uses 
this attack, be sure to block high for that last 








hit and then Баск up. 






Lei has decent juggle attacks. They aren't very damaging but 
they are extremely fast and surprising. The two most common 
Was they are started are hy using the Launch Kick and the basic 
Hop Kick — both knock you into the air and leave you gpen for some 
quick damage. Fortunately, most of Leis combo's don't take off 
a large amount of damage. When you see your opponent lie down, 
it is best to back away ог јигпр back and let Lei come to you. Lei 
із very deceiving and can take you down in an instant. When in 
Close, Use Front Kicks to keep Lei from lying down and, when you 
Black the Hop Kick, immediately go in for the throw or a juggle. 











When Lei has his back to you, be VERY care- 
ful. He can immediately go into the Backhand 
Sweeps and score many consecutive hits. As soon 
as you see Lei tum around, block low and wait for 
the attack. Almost always, it will be the Backhand 


Sweeps. If you learn what the different Kicks and 
Sweeps look like when they are performed, You 
should have no problem blocking them when 
the situation arises. The best thing to do, after 
you block a Backhand Sweep, is to Hop Kick Lei 
into the air for a quick juggle combo. IF your Oppo- 
nent attempts a Sweep to High Kick, and you 
block successfully. immediately throw. 





Leis High Crescent Kick/Turning Heel Sweep can also be very | 
tricky — this is Because it is very fast. When you see your Oppo- 
nent attempt a High Crescent, immediately block high then low or 
if you are brave, you can attempt to Uppercut your opponent | 
into the air for a juggle, as Lei begins his Crescent Kick chain. If Leis 
first hit misses you, stay back so the second hit will miss as well. ` 
Now, run in for a throw or juggle. P 
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Wang is definitely a decent character, as he combines huge Е 


attack power with lightning fast speed. The only drawback = 
to Wang is that he has limited moves and can be figured out rel- 2 
atively quick. Wang also has a reversal move which can frus- а 


trate opponents who attack too much. Wang's best feature is B 
his ability to juggle for more than 100 points of damage with B 
simple combos. He is one character that can cause problems - 
for almost any opponent and end matches faster than they = 
started... | 
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This 10-String is the exact same 10-String that both Michelle and Wang had in the original Tekken. It is very easy to defend against and it leaves you wide open 


for juggle combos and throws at numerous places. It is wise to only use the first 4 hits to push yourself away. Don't be afraid to throw out a Front Kick then 
immediately follow it with the first 4 hits of the 10-String. 


As stated above, this 10-String is useless against 
good Tekken 2 players, if you attempt the whole 
thing. It's best to only use the first 3-4 hits to get 
yourself away from your opponent. Also, make 

sure to use it sparingly, or you will get reversed. 
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oon throw down, you 
will have a high win rate. 
This is because it leaves 
your opponent wide 
open for almost any 
attack. The second combo 
starts with the Hop Kick. 
| You will often find that 
=) you have an opportunity 
= | to use this starter, so 
| make sure you have the 
combo down. 
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f Starting combos off with 
| Ше Неауеп Саппоп 15 
relatively difficult. It's 
best to try to strike with 
the Heaven Cannon as 
your opponent is getting 
up off the ground. That 
way, they won't have 
anything to do but try to 
counter. Since they will 
be getting up off the 

| ground, their moves 

| won't come out. 

















290 75 



































т When fighting as Wang, you have two options. The first is to be completely offensive, never letting up on the attack and 
chipping away at your opponent's health. The second it to remain solely on the defensive. Wang has two different types 
of reversals which can lead to much frustration for your opponent. 





crouch position and vary between the Slice 
Uppercut-Catapult combo [juggle starter] and 
Back Leg Sweep-Bow Leg KicksyEarthquake 
Stomp Combo. Since one starts high and the 
other starts low, your bound to get a combo inl 
you can add his Lunging Double Fist for the 
final hit. 


your opponent. i ; تچ‎ 










16 | То play the offensive style, quickly switch up between low Other good juggle starters are Front Leg 
| | punches and Big Boots, as well as tum around punches. If your Sweep-Uash Uppercut, Back Leg Sweep, arid 
| appanernt cares out of their Black at anu time. they are SUS- Slice Uppercut-Catapult Comba. The first is the 
۱ | ceptible to getting tumed around and getting comboa'd. If you Low Kick to Uppercut chain. Once this connects 
aning _ get the tum around punch te connect, immediately perform a you Nave a multitude of juggles to chose from. 
e | crouching punch. This will stop your opponent fror turning Iri executing the Front Leg Sweep-High Kick a 
- < around. Now, you can pop knock them over with a quick Big few times to get your opponent used to block- 
f ` Boot Kick. If you aren't going for the Tum Around, you can also ing low after the Front Leg Sweep. Now go for 
| go for the Heaven Cannon Combo. This is also effective for the Front Leg Sweep-Uppercut and you should 
| adding-in after high punches and Blue Ski Cannon, while facing connect. Another good tactic is to get into the 
| 





fF you want to simply play the defensive style, block every 
oncoming attack if possible. Wait for high attacks and immedi- 
ately go for the reversal. If can also use the Whirlwind Throw, if 
your opponent is simply standing in one place. This won't hit 
them unless they attempt a move as you are coming in for the 
reversal, usually it entices them to press a button to attack. 












The last thing you need to know is the Waning 
Moon. This special throw tums your opponent 
around and leaves them open for almost any 
attack. An easy way to cause large damage is 
simply go into the 10-String after the throw 
Үз” TAY TF OE connects. Your opponent will be taking all the 
اش‎ P. 0 ا رک‎ ua — hits in the back and will Be unable to defend. 
Me о ч | Lucky you! 
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The best thing about Wang's arsenal is his Heaven Cannon. This 
Cakes off a bunch of damage in itself but can also have moves 
Chained onto the end of it for excessive amounts of damage. A 
Skilled Tekken e player can juggle opponents for almost full 
damage. That's near 140 points!!! Look for opportunities to use 
this juggle starter when you are about 2 character lengths 
away. You can also use it when your opponent misses one of 
their unblockables. 


























Wang's arsenal is powerful yet lacks the variety of Michelle's. 
His moves can be easily blocked and he is then left open to be 
smacked. This means that Wangs best work is done as counter 
attacks. If you make sure to always hit Wang, not start moves 
out of hit range, the match will be in your favor — since he will 
not be able to counter attack well. Be sure to vary your highs 
and laws, to keep from getting reversed. Keep in mind that you 
MUST block well against an experienced WANG'S attacks 

because, if you are knocked into the air by one of his juggle 

starters, you will be defeated quickly. 


Wangs Front Leg Sweeps-Uppercut is a deadiy juggle starter 
and should not be taken lightly. Michelle has this attack also. 

But Wangs Lunging Double Fist allows for an extra heavy dose 
Of damage at the end of the combo. The uppercut is VERY &easi-.. 
ly blocked. When you see Wang do the Front Leg Sweep. which 
iS a very distinct move, just know that the next hit is to be 
Blocked high. IF you get kicked in the shin by blocking high, while 
the second hit hits low, it is far better than the near-death 
combo that could have followed. 









The Mid Punch-Heaven Cannon attack punches you іп the storm- 
ach and then sends you flying, a hard pounce combos nicely for 
at least 60 points of damage. Fortunately, the first hit has to 
connect or no combo. The range on this attack is really poor, so 
iC 1s often used against players that are using in-close Keep Out 
Tactics. This doesnt mean that you shouldn't use your fast one 
two punch combos; just avoid stringing into a 5 hit and DON'T 
Start from out-of-hit range. Starting out-of-hit range is sure to 
lead you night into the combo. Like we said, Wang is counting on 
defense, or your lack of block knowledge. Look for Wang to try 
this attack often. | € 






































Wang's Waning Moon can lead into almast com- 
plete defeat, even if you have full energy. This 
is the most damaging scenario Wang can cre- 
ate, as well as easy. Normally, a combo that 
does about Пе? pts of damage would need to 
start with an unblockable attack that is easy 
to dodge. Wang can cause that kind of damage 
by performing this throw after blocking your 
attacks, and making it combo. While your char- 
acter is staggering up off the ground, where 
you have no control, your opponent can decide 
any style of attack. The most used attack is 
actually his 10-String. Since you will be tumed 
around, you will not be able to block. Your best 
defense is to crouch and punch. Many times, 
you will be able to get around quickly enough. lf 
not, you will be able to half-way through the 10- 





















The Whirlwind throw is not often used but its 
strange nature should be explained. A normal 
reversal catches all high attacks that are 
thrown fram the opponent. This Special 
Reversal will reverse even law attacks, but not 
the way a normal reversal does. A normal 
reversal actually catches the anm or leg and 
uses its force against the opponent. This move 
catches the opponents BODY and tosses the 
opponent. This means that Wang needs to 
actually hit your character's body at nearly the 
same time your move is coming out, or while 
the move is retracting. We say NEARLY the 
same time because, unless your attack is slow, 
you are going to hit Wang before he gets in 
Close enough to toss you. For instance, if you 


were in the middie of an unblockable, the 


Special Reversal would toss you since the | 
move has not yet hit Wang. Or. if you throw a 
Roundhouse that misses, Wang can grab your 
Body while the foot is retracting. This is 
Because you are still in a move when Wang hits 
your body. Note that, since it is in fact a rever- 
Sal attack, it will not affect you if you are sim- 
ply standing there ... no blocking needed. 





In the first Tekken, Kunimitsu was thoughtto be one of the 


worst characters in the game. In Tekken 2, it still seems as if = 
Kunimitsu is not getting the respect she deserves. Kunimitsu = 
now has three Unblockable moves, as well as her very own 10- [f 
String Combo. A good Tekken 2 player can recognize Kunimitsu’s = 
assets and use them to their advantage. Kunimitsu's most valu- B 
able attacks are definitely her Unblockables. They chip away B 


at opponents health and are always good for finishing off com- Е ٤ 
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Since Kunimitsu didn’t have a 10-String in Tekken 1, it’s keen of Namco to bless her with one this time around. As with Yoshimitsu’s main 10-Strings, they are 
very easily blocked. Try not to go past the first 3 hits or you will be forcefully countered. Look for openings to use the first 3 hits to push your opponent away. 













Kunimitsu finally gains a 10-Sting. The drawback 
is that it starts the same way as a few of 
Yoshimitsu’s easily countered 10-Strings... 
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These two combos are 
y Super easy to execute 
d you should use 
(them any time you 
can. Both start off fast 
and are only a few hits. 
Get in position by 
using a quick Front 
Kick then a crouching 
LP. Now your oppo- 
nent will be pushed 
away. Go for it! 


























These last three combos 
7| are easily executed and 
«ou'll often have an 
«Opportunity to use 
them Learn to recog- 
nize these chances and 
MEE smack your opponent 

| with the fury as you see 
fit. For the last combo, 
make sure you wait 


until the last second to : = 
start the Triple Punches. 12 Vie 20 

























Throughout our experience with Kunimitsu, we have found it 
best to use her as mainiy an offensive character. This 
means we Mave our greatest success when we dont just sit 
Back arid try to counter evenyjone of our opponents moves. 
The best way to maintain a good offense is to constantly 
switch up throwing uppercuts and fast jabs at your oppo- 
nent. This tactic not only keeps your opponent blocking, it 
also Gives you a Chance to think of what you want to do 
next. Now that your opponent is blocking, the best thing for 
you to do is to inflict some damage [you do want to win 
dont your). Once you've got your opponent in the blocking 
cycle, its best to quickly execute a Stone Fist or two, then 
quickly go in to two Spinning Low Kicks. As soon as you start 
the Crouching Kicks, prepare to hit your opponent with a sur- 
prise Pop-Up Kick. Secondly. if you AREN'T playing a good 
opponent, then you will simply smack them around with all 
of Kunimitsu's Stone Fists and Spinning Low Kicks. 








Next you want to try to lure your opponents to walk in to 
your attacks. Like Yoshimitsu, Kunimitsu has a great ‘built in 
move’ for What we are trying to do here. If you go in to 
Practice Mode and try out the Zig-Zag, you will see what | 
mean. First of all, Kunimitsu delivers a powerful roundhouse 
kick, then out of nowhere comes a second Side Kick! Mix up 
your kicks By first throwing some single kicks with right kick, 
men some single kicks with left kick. Then when you think 
you Nave a good idea when your opponent will advance in at 
you, execute the Zig-Zag. Your opponent will (more than 65% 
of the time] walk night into that second Side Kick! This is a 
great tactic because even if the kicks are blocked, you are 
safe from receiving damage. 














KUNIMITSU 





Slightly good opponents will have their 10 hits 
down and think that is all they need to win. 
They will often start them up whenever ther 
can... even when they are far away fom you! 
So jump away from them and use the opportu- 
nity to use Kunimitsu's Kunai Stab. If you are 
fast enough and have the Kunai Stab timed 
correctly, you will knock your opponent right out 
of their 10-String. The Kunai Stab is also great 
for Chipping away at your opponents health. 
Since it is unblockable, you can mix it in with 
your Keep Out Tactics with little threat of being 
countered. Just don't use it too often or your 
opponent will devise a plan off attack to get 
around the Kunai Stab. 
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A word on fighting opponents with reversals or 
4 very good players. Use Kunimitsu's 10 hits spar- 
ingly. However, most opponents aren't aware of 
how Kunimitsu's 10-String looks so you can get 
away with using it a bit more often than 
Yoshimitsu's. Mix it it with your Keep Out Tactics 
by first attacking with an Uppercut, then a 
Front Kick. When they push your opponent 
away, you can immediately start the first few 
hits of Kunimitsus 10-String. This will keep your 
opponent blocking, and leave you with an 
Opportunity to throw. 



















The worst thing about fighting against Kunimitsu is her Kunai Stab. This 
pesky move is fast AND unblockable. The good news is that it only takes 
Off 15 points of damage. The Kunai Stab is often used out of nowhere so 
be very aware that it exists. Many times your opponent will be standing a 
Character length or two away from you and pop out the Slash really fast. 
The best thing to do in this situation is to hop straight up and kick as you 
are about to land. A less risky plan is to just jurmp away from Kunimitsu. 
Another good way to get out of damage is to strike first. Since the Slash is 
very fast, you need to have your reaction time down to near nothing. 
Lastly, you can quickly execute a Hop Kick or a Front Kick when you expect 
your opponent to use the stab, which will keep you safe. 


ет 


The Knee Bash is often used in place of where the Kunai Stab would be 
used since it can lead to a quick combo. It also has a bit more range than 
the Slash but is blockable. The Knee Bash comes out SUPER fast and reall 
needs to be anticipated if it is going to be blocked. The Tekken 2 pros use 
this move when you least expect it. If you are clase to an opponent and 
Kunimitsu's Keep-Out Tactics are pushing you away, look out for the Knee 
Bash. lt will be coming any second... lf you play against someone who 
leams the power of the knee, make sure you know the distance Kunimitsu 
Covers when she does the Knee. Also, if and when you successfully block a 
Knee, immediately go into a juggle combo or a special throw. This will slow 
your opponents Knee Bash attempts down. 


The second worst attack that Kunimitsu owns is her basic Uppercut. It cov- 
ers more distance than any other Tekken 2 character, like Yoshimitsu. This 
tiny little basic attack can turn a match around faster than you can sau 
‘The Freshmaker”. lf you are fighting against Kunimitsu, be VERY VERY 
VERY aware of this particular attack. It starts juggle combos with lighting 
speed and makes Kunimitsu lunge forward at the same time. Your best 
bet to avoid this would be to reverse the Uppercut. Unfortunately not 
every Character has a reversal. The next best thing to do is to Front Kick 
your opponent or Uppercut them with your own Uppercut. Again, we can't 
stress how important it is to know the signs of an on-coming Uppercut. 
Practice using Kunimitsu if just to leam how the Uppercut is used. 


Another Kunimitsu attack to watch out for is 
her Zig-Zag Kicks. This is a simple Roundhouse 
Kick followed by a Side Kick. The problem is it is 
very deceiving. Make sure you know what it 
looks like and be ready to block then throw 
after a missed attempt. Also an attack that 
looks like the Zig-Zag is Kunimitsu's 3 
Roundhouse Kicks. The good thing about this is 
the are super easy to counter. Simply duck and 
throw. When you see the Roundhouses begin to 
come out, just crouch. You will be safe from 
attack and then you can either throw or pop 
your opponent up with Rising Uppercut. 
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The last major thing you must be aware of is 
Kunimitsu’s Spinning Low Kicks. Kunimitsu can 
go into these kicks from the Stone Fists or 
without them. The bad news is that when you 
are knocked down, they can hit you over and 
over again and wrack Up tons of damage. The 
best way to stop this is of course to not get 
knocked down. The second best way is to stand 
directly up from a knockdown and block crouch- 
ing as soon as you get up. This will keep you 
safe mast of the time. Be also aware that a 
Front Kick can be chained into the Spinning Low 
Kicks. This Front Kick is easily detectable with a 
little practice and shouldn't give you any prob- 





most of Nina’s moves, with Law’s flips, making her a juggling | 
machine. Also making Anna a deadly opponent are her two 
different Unblockables. She still maintains her old Hunting Е 
Swan, but now she has added the Bloody Scissors. The Scissors f 
is extremely fast for an Unblockable and, in some cases, can B 
be used in place of regular attacks. Another $ood move, that | 
Anna received from Nina, was the Low Kick to Backhand. This 
move definitely helps Anna to continue attacking. On the whole, |7 
Anna in played as an offensive character, but does have good E 
defensive tactics. : 
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Unfortunately Anna didn't receive any new 10-String combo's for Tekken 2. The only difference is that she can start the first hit off with >, 


instead of the 


usual LP. It's best for use when in close, since the $^ will push your opponent away. You will use the fist 4 hits mainly to push your opponent away. Other 
than that, her 10-String isn't that useful. | 


As a sub-boss, Anna is basically limited to one 10- 
String. As stated above, use only the first four hits 


o push your opponent away. For the full 10- 
5% ке С 522 5522 2% 527 EA КЄ Бъд Suis sát it (m ids kick range. 
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LOW KICK-UPPERCUT | Here is an easy 6 hit 
А A hat takes off a 
ж espectable amount 
0 5 , of damage. Look to 

et 4 ۱ 4 use it when your 

opponent persists 
with their Keep Out 
Tactics. After the Low 
Бі Kick-Uppercut, 
ES immediately perform 
the front kick. That 


will set you up to run 
in and finish it off. 








This combo is a bit 
tricky to start. To set 
up your opponent for 
the combo, start off 
with quick Keep Out 
Tactics. Once you get 
into a crouching posi- 
tion, immediately 
pop out with the Flip [i 
Kick. After your 
opponent is in the air, 
get the timing down 
for the Hop Kick. 
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When fighting as Anna, remember that you have an almost limitless arsenal of moves at your 
disposal. Anna has great Keep Out Tactics and good attack moves. 


lf you have studied Anna's Special Arts at all, you will notice that When in crouch position, Anna can start a guess- 
| she has a TUN of them. The most important thing to know, when using ing game. Use the low hitting Cat Thrust to start a 
Anna, is when, where and how to use her Linking Basic Arts. These can stun combo. Mix the Cat Thrust up with the high hit- 
_ keep an opponent at bay for the entire match, while Chipping away ting Cold Blade, Right Hand Stab, and Alp Kick. This 
_ at her opponent's health. Her most effective combination link is the forces your opponent to watch very carefully so 
| Low Kick to Backhand. This quickly hits low, and then high, for a little as not to get combod. Dont hesitate to attack when 
_ Bit of damage, but it sets you up to do almost any other move. For іп your crouch or you mat get juggled! 





example, execute a Low kick/Backhand, then immediately go into an 
Embracing Elbow Strike. This is extremely hard to do, but almast impos- 
sible to block, if you do it correctly. 
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Another excellent tactic of Anna's is her super juggle combo. If you 
pop your opponent into the air Flip Kick, you can take of loads of health 
тот your opponent and make іє almost impossible for therm to come 
| back. Try juggling with the Flip Kick, then ga into a quick standing €» then 
| use a Hop Kick, then juggle your opponent even more, with the Low Kick 
_ to Backhand, and finish off the devastation with the Rolling Kick. This 

takes off 80+ points of damage and can almost assure a victory. or 
_ Change the tide of a battle in just a few seconds. 











| Of all the Characters, Anna has the second greatest variety of chain 
| sttacke. One of many great moves in her arsenal is her reversal. Like 
Sha, Anna can reverse almost ANY high attack, including Yoshimitsu's 
Helicopter Slice. The arl drawback is that the reversal is done with diag- 

wally placed buttons. Meaning Jou have to use either а ae ог є $: 
Е Пис is very minor, though, and a good Anna player won't even notice it. 
Most average Tekken 2 players attack high, for the mast part, which 
ves Anna and the other characters with counters an advantage. When 
wou see a Slow high attack coming, or you see someone winding up 
@ 2 Super Unblockable, don’t hesitate to reverse the move. Most of 
ee time, the reversal will take of about as much health as the oppo- 
aNnt5 move would have, had it commected with You. 









The most important thing to know, in fighting 
against Anna is how to escape all of her Multi-Part 
Link Throws. These can rack up major damage and 
spell disaster for you, if you arent competent in 
escaping the Links. The most effective counter to 
use would be Фә. This is because it counters the eas- 
jest Link move your opponent can execute. The Sec- 
ond best counter to try, when your opponent tries 

to Link Throw you, i5 &. 



















The absolute WORST link of basic moves Anna 
has is her Low Kick-Backhand attack. This chain attack 
comes out very fast. The reason this attack is so 
deadly is, if your opponent is quick enough, they can 
add more links onto it and keep you blocking until 
they have a chance to throw you. One add on chain 
for Anna is the Low Kick-Lippercut, which looks notice- 
ably different from the Low Kick-Backhand and is 
blocked high. When you see the Low Kick-Backhand 
chain, duck under the second hit then throw or upper- 

cut immediately. 











Another one of Anna's pesky tactics, that you must be aware of, 
is her ability to chain TONS of her basic attacks together. She can link low 
kicks into high kicks, side kicks into punches, sweeps into uppercuts and 
so on. The best way to defend against this is to always keep Anna OUt h 
of range. Use Front Kicks and Side Kicks to push your opponent Back, 
then use a lunging move to stop her from advancing again. IF you do hap- 
pen to get caught in a flurry of linked basic attacks, be patient and 
concentrate on blocking. Also, watch for any sneaky throws. 


Avoid rushing in at a good Anna player. because you will be kicked 
in the face by a move dubbed “The Nicolela.” Tis is Annas tap 45% move 
that is EXTREMELY fast. and can knock you over in a millisecond. Also, 
their is almost no recovery time, so you must be fast to throw if you 
successfully block a “Nicolella.” Don’t be too hasty and try to rush a 
good Anna player. It is best to remain on the defensive, until you 
have an opportunity to strike. مس‎ 



















The last thing we want you to know is that a 
good Anna player can juggle you into etemity. Study 
Anna's section and learn to differentiate between 
her different types of Basic Art Links. The match can 
be won or lost right here. When you see a move Com- 
ing that might pop you up into the air, block it instead 
of trying to attack. This will, most likely, save YOU 
from being pummeled into submission. 
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Baek has a reputation among Tekken 2 players as a *Flailer". 
That means he is a character that many players choose because © 
someone can just mash on all the buttons and Baek performs © 
moves. For two equally skilled beginners, Baek can definite- 
ly frustrate any opponent. Against skilled opponents, Baek 
becomes a punching bag. Most good Tekken 2 players have B 
played with Baek in order to learn what his moves look like. Е 
This makes it very easy for them to counter “Flailer” style of = 
play. In the hands of skilled Baek players, Baek can be very 国 
VERY hard to beat. With his vast arsenal of high, mid, and low B 
kick эшш: he can be ery Se ue 2 
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Since the majority of Baek’s Special Arts are kick chains, it’s hard for the average Tekken 2 player to notice when he goes into a 10-String. The one above gives 
many players a hard time. This is because Baek mixes high and low kicks well and it is often hard to see where he is going to strike next. The best way to use 
this 10-String is right after you knock your opponent into the air. Many times it will hit your opponent 4 or 5 times before they land on the ground. 





Both of Baek’s 10-Strings are easy to execute, since 
you only have to press two buttons. The first one 
is the most confusing to opponents and probably 
your best choice to use during a match. The sec- 
ond is really only good for a change of pace, since 
almost all of the hits strike high. Look for oppor- 
tunities to use the fist 10-String after you knock 
your opponent into the air. 
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SHUNTING KICK 












As you can see, it is very easy to take off a 
lot of damage from your opponent wi 
minimal effort. If you get a chance to knock 
your opponent into the air, you can basical- 
ly link in any of his kick chains. We have 
listed the most damaging. With some exper- 
imentation, you should be able to get a few 
higher damaging combos, but these are the 
easiest. Make sure you are careful when 
starting the combos with the Wing Blade, as 
it can be countered very easily. Go for it 
when your opponent is coming in high. You 
will slide right under and start a juggle. 
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When using Baek, make sure you have a vast majority of his 
Kick variations memorized. The more you know, the less pre- 
dictable you become, making you that much harder to defeat. 
One of the most useful attacks is the Snake Catapult. To keep 
your Opponent away, you can Switch up between fast Upper- 
cuts, Front Kicks, then go into a crouching punch, then start 
the Snake Catapult. When executed correctly, you can really 
frustrate your opponent and make ther do something dumb, 
like block wrong. This happens often when you are constantly 
bombarding Jour opponent with a flurry Of different kick 


attacks since many Chains look similar. 





Baek has a great juggle combo starter hy way of his Wing Blade. 
This launches opponents way into the air and leaves you with a 
Chance to inflict huge amounts of damage. This move is difficult 
го counter if not expected, so it’s wise to use it sparingly. A good 
пте to use it is when your opponent is getting up after you 
fave thrown them. This will make them block as they stand up, 
or feel the power of Baek air juggles. The only drawback of this 
move is that Baek goes into a crouching lunge and it is very 
noticeable. Make sure to only use the Wing Blade when you are 
sure your opponent is not ready to counterfeverse it. or when it 
can duck under high attacks. 

















each of the different pattems and, at first, get at least 3 to 4 
different ones memorized. Once you begin to use these, you will 
2 no problem leaming the rest of the variations. 





To win with Baek you must constantly remain on the attack. Baek is at his best when used as a mainly offensive charac- 
ter. Baek has a very limited supply of punching attacks and almost all of his damage either comes from throws or kicks. 





Another decent juggle starter is Baek's Snake 
Rocket. These three kicks end up by popping 
your opponent into the air and leaving you yet 
another juggle opportunity. The easiest way to 
deal more damage, after knocking your орро- 
nent into the air, is simply to repeat the same 
move again. This will hit for 3 more hits and take 
Off about 44 points. You can also use the Snake 
Rocket after a regular uppercut. Since the 
uppercut should be used in your Keep Out 
Tactics, once in a while you will catch your oppo- 
nent off guard. This is your Chance to use the 
kicks uncontested. You can also start off with 
the all low hit variation to get your opponent 
blocking low, then switch up for the launch kick 
variation to start a combo. 









































You should also be aware of Baek'’s Hunting 
Kicks. These will hit up to 3 times, and leave 
you open for another 4th hit. Most of the 
time it is used by skilled Tekken © players 
when they are about 2-3 character lengths 
away. It is vertu quick and you should expect it 
at all times. To stop the Hunting Kicks, use a 
uppercut or a simple standing punch. You can 
also go for a standing Roundhouse if your 
Character has one, but you must make sure 
you perform it super quick. This attack stuns 
when all hits are blocked. 


When fighting against Baek, remember he is lirnited to kick 
attacks. He really only has 3 punching attacks and none of 
them are very damaging. The only important punch attack to 
be aware of is his uppercut. Baek'’s uppercut has limited range 
so expect it only when Baek is extremely close. Your best bet 
| to defeating Baek it to make sure you shut his attacks dawn 
before they start. Use your characters Keep Out Tactics to 
keep Baek blocking. Since Baek is mostly effective as an offen- 
sive character, keeping hirn from attacking is what you want to 
do. Accomplish this by using a lot of Front Kicks. Most of 
Baek's attacks start off slow, and a well timed Front Kick will 
stop them dead. 
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One of Baek's favorite attacks is his Snake Catapult. This attack 
can either hit low for three kicks, or hit low twice, then launch 
you into the air for a combo. If you get caught in this attack, it 
is best to just block high for the last hit. It is far better to get hit 
by the final low attack than to be knocked into the air for one of 
Baek's juggles. Remember that Baek can do severe damage 
with his juggles with relative ease. You need to shut down his 
Juggle starters every Chance you get. 






The most important move to look out for is Baek’s Wing Blade. 
This move will knock you way up into the air and let your Oppo- 
nent bust a phat juggle combo. This is not good for your quest 
to win. The simplest wat to stop this attack is to use a Crouch- 
ing punch. This tactic doesn’t take off very much damage, but 
it is extremely effective for stopping the Wing Blade. Skilled 
Tekken 2 players have their own special tactics for this attack. 
Mant chose to go for the Hop Kick, front kick, mix up of high 
and mid fast attacks, and others tend to jump away and go for 
the throw. Whichever you chose, make certain you have the 
tactics down, and you can execute them when needed. 
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Lee is a below average character for Tekken 2. He doesn’t have 
many useful high damage moves and lacks the crazy flip kick 
combinations that Law has. Without the flip kicks, Lee becomes - ! 
a sub-par fighter without much in the way of attack power. The - 
best way of damage dealing is his slides. Both of these are very © 


easy to block which leaves Lee with barely anything to fight 5 


Xo. 


далее 


with, Lee is mainly played as an offensive character ... that is = 
... When he gets a chance to attack. 
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"rtunately Lee didn't get any new additions to his 10-String repertoire. He still has his same old generic 10-String from Tekken 1. We have found that it is 
get used solely for pushing your opponent away when you feel they are too close. Use a Front Kick first, then go right into the first four hits of the 10-String. 
will find that many opponents walk right into the first few hits and this leaves you an opportunity to follow with a Hop Kick. 
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Lee still has the same generic 10-String fro the orig- 
inal Tekken. Use it to push opponents away. Make 
sure to often follow Front Kicks with the first few 
hits for a surprise damage opportunity. 





1 1 


For this combo you 

should be in close 

= for the first hit. 
Once the kicks con- 
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The next few combos 

| require better than 

| average timing. Make 
sure to practice these 
juggles in Practice 

mode so you are fluent 
with them in actual 
combat. The Low Flip 
Kick combos are the 
trickiest. Make sure you 
can connect with the 
Flips before you get 
yourself into trouble! 
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| Lees kick chains excellent for whittling away at your opponents health 


| bar, These chain attacks hit low quickly, from a standing position which 
Makes them tricky to see coming. The first variation attacks low for 3 


E 


| fits, high for the last hit and totals 38 points of damage. The second 
Variation hits low at first then all high. To catch your opponent off 


_ guard, throw some standing left punches jabs, then go for the second 





attack. 


variation. This will get your opponent used to blocking high after the 
first low attack as well as score some damage. Now you should be able 
tO pull off the first variation and score all hits. If your opponent does 
not block the third hit, they will be unable to block the fourth. You may 
also use these variations on opponents as they lunge in with an 


не: 


The quick left punches and variations are among the best of Lee's 
attacks. YOu can use these attacks when your opponent is trying to 
lunge in with an attack. The jabs are extremely fast and your hits and 
are great for pushing opponents away. Also use these quick jabs and 
variations When you block attacks. Once you have connected with your 
first three to four jabs, it is a good idea to go directly into backhands 
for extended hits. Once you have knocked your opponent down, follow 
with a slide لت‎ or jump kick. 


When your opponent comes in for an attack, you can counter with a 
standing right kick. If your opponent is attacking, the right kick will 
Anock them into air and you will have a juggle opportunity. For quick 
damage, just go into a kick variation. Once your opponent lands on the 
ground, immediately go into the Jumping Slide. This will take off decent 
damage and youll often have an opportunity to use this tactic. 














For good Keep Out Tactics, use the standing LP to 
push your opponent back, the add in a Front Kick. 
Once you have hit your opponent with the Front Kick, 
ga into a crouching left punch. This sets you up for 
the Alip Kick. Immediately after the crouch punch 
connects, use the Flip Kick and then finish your oppo- 
nent off with the combo of your choice. 














































One set of moves Lee players frequently use is the Razor's 
Edge Combo and Low Kick-High Kick combos. If see them corm- 
ing. these pesky kicks can easily be shut down. As soon as You 
are hit by the first low kick, block low. If the first variation is 
used, you remain low but block high for the last hit. IF the Sec- 
ond variation is used, stay low until the final Kick passes Over 
your head or until your opponent stops. Then simply attack with 
a rising attack or a throw. ae 


Lee's left jabs and backhands are a main attack tactic. Anytime 
a Lee blocks your attacks, they will probably go into either the 
left punches and backhands, throw, or juggle. Most often, your 
opponent will go for the backhands or a throw. This means that 
you should duck! If Lee goes for a throw, stand up with a throw 
of your own for the counter. You сап also juggle after Lees 
hands pass over your head. However, if your opponent goes for 
the Triple Backhands, you should use a quick low punch for 

ас safety. 
















Two more things you need to be aware of are his slides. The 
Jurnping Slide and Dragon Slide both hit low and can strike rela- 
tively fast. Most often the Jumping Slide is used after juggle 
combos. The Dragon Slide is often used right after a crouching 
punch. This is because it comes Out quick, ancd a lot of the time 
opponents aren't ready for the attack. When you see your 
opponent inch forward while crouching, immediately black low. If 
you want to get tricky, you can try to Hop Kick, but you must 
be sure you have your timing down. Eois 


egli 



















The last major thing you need to be aware of is 
the Blazing Kick. When you are attacking, Mant 
times a Lee player will go for the Blazing Kick. If 
you are in the middie of an attack and the Kick 
connects, you will be popped high into the air 
and left open for a big juggle combo. Your best 
bet to stop this kick is a ducking left punch as 
you see Lee crouching and lunging in. IF your 
character has an Axis Shifting move or a 
Reversal, you can use this instead. 
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Unfortunately, in every fighting game, it seems there has to be 
a “worst” character. You have just stumbled on to the section 
devoted to Tekken 2’s worst. Kuma lacks speed, move variety 
and fun factor. Yes you CAN win with Kuma, if you practice with 


him and you know the other characters well. The probability of 





this actually happening against an above average opponent is 





almost nil. Basically, the best thing Kuma is for is the “Talk 


Smack” factor. Like ...”Sheesh man... Pll beat YOU with Kuma!” 
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ss 10-String combo is the exact same as P-Jack’s and Jack-2’s #1. Relatively easy to perform, this 10-String is very easy to block. You can get away with using 
= arst 4 hits for Keep Out Tactics, but be sure to go no further than that. 
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This 10-String is the exact same as P-Jacks, and one of 
Jack-2's. It's best to only use this 10-String to push 
your opponent away. Learn to execute the first 2-3 
hits quickly, and you will be safe from attack. 
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Unfortunately ene RE GÊ the worst 10- chinese in 06 game. You should only use it to push advancing opponents away. Try to stay away Eom adem 
ing the entire 10 hits or you will be punished by your opponent. Good deal huh? 





With this 5. Hit, you can عو‎ off a quickie 5 56} арии 7 с 一 ‘with little effort. The only tricky part is getting 
the Bear Heaven Cannon to connect immediately after the Uppercut. The trick is to wait until you see Kuma pull 
his arm back from the Uppercut. Once you get the timing down, you should be able to pull this combo off easy! 
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This combo has the same ےت‎ 和 as the fi first mS Make 
sure you wait for Kuma's arm to come back from the Uppercut 

before you attempt the Front Punch. Once that connects, immediate- 
ly go into the Bear Knuckle-Double Uppercut for an easy 44 points 
of damage. 
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Here is a simple 2-hit Kuma combo which is in the high- damage 
category. Use the Megaton Claw when your opponent has missed a 
slow recovery move, or as they are charging for an unblockable. 
Then, simply choose which pounce to do. If you chose the harder 
Hip Press, you must run up about 2 character lengths, in order to 
hit your opponent. 

















GHTING AS- 


To win with Kuma, you have to have two things — patience, 
and a lot of time on your hands. Beating even above average 
opponents with Kuma can be quite a task. Your best bet for 
winning is to overpower them with Kuma’s special moves. One 
powerful attack is his Falling Body Press. If you can successful- 
ly connect with this throw, you can then go into a Hard Pounce 
for good damage. 


— 


Another semi-decent tactic for Kuma is using his Megaton Claw, 
then going into the Hip Press. This takes off about 107 points 
when the Megaton Claw hits for a “Clean Hit.” 


For Keep Out Tactics, you can switch up between Front Kicks 
and Jab Punches, to keep your opponent from attacking. Then, 
when You have pushed him away, you can go into a Power 
Scissors. We have found that Kuma's crouching & is his rast 
Valuable asset. This move is not extremely fast, but it has very 
good range and usually takes priority over MOSE everyone else's 
high and mid attacks. OF course, this only works while in clase 
and can leave you open, if you are more than a few character 
lengths awaj. 


A good wat to deal some damage is to connect with Kuma's reg- 
ular standing $, then go into the Rolling Bear attack. This 
almost always works and is veny hard to escape. Lise the e» 
when your opponent is lunging or attempting a jump kick. 
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Kumas Bear Heaven Lannon is a great juggle starter. The first 
hit af this attack cornes out faster than Kuma'’s standard right 
Jab and can net Kuma 58 pts. of damage. It is often used after 
your blocked attacks that leave you open for a moment. Be 
war} of using slaw recover moves too often, as Kuma will be 
абе to juggle you with this move twice in a row, for decent 

EDE Gamage. 














Kumas Bear Scissors is definitely his main 
attack to watch out for. It can stop many 
Characters attacks, and can lead to huge 
damage. If you are about 2-3 characters 
away, look for the scissors and prepare to 
either block or Hop Kick. The more experienced 
Tekken e players will go for the juggle, so look 
for opportunities when at a distance. 





When Кигла 5 Месавоп Claw connects for a “Cean Hit”, meaning Kuma has limited throws and he doesn't 

you were clase and not blocking when Kuma executed it, expect cover much range with them. Mostly, the 

the Hard Pounce to come crashing down on you, for 102 pts. Bear Bite is used which you can get out of by 
damage. Ihe move is easy to block because you can tell when pressing fe, just after you are grabbed. Don't 
Kuma is winding up für it. If your Character has a reversal Or arı really WOITLJ about fighting against Kuma, as 
axis shift. use this in place of the nonmal block. he is one of the worst characters in the 


game. If you have practiced with your char- 
acter of choice, you should have no problem 
defeating a Kuma player 














Most Kuma players will only use the Salmon Hunter out of des- 
peration, or to combo off the Ground Press. Don't mess around 
when this move is executed, be quick to block or attack, or 

experience flight and big damage. Running in for a juggle is best. 


EE اتآ‎ 









The Rolling Bear attack is usually used after the Falling Body 
Press or when Kuma is at long range. The move looks intimidat- 
ing But is simply blocked while standing. Kuma will roll right Бу 
you, if you Block it corectiy and you can kick him with a low kick, 
if you are fast enough. 











As powerful as Jack-2, P-Jack is the second bruiser in Tekken 
2. Often overlooked for some of the faster characters, P-Jack 
can win consistently against anyone, when played correctly. 
P-Jack also uses the same unorthodox fighting style as Jack- 
2, but he looks much cooler in the process. P-Jack flaunts an 
army hat and sunglasses while fighting and can be seen intim- 
idating opponents after he wins. If given an opening, P-Jack 
can take his opponents from full health to almost no health 
in just a few seconds. P-Jack has been known to utilize explo- 
sive juggle starters, as well as high power crushing moves, to 
destroy opponents. 
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PUNISHMENT DROP 








MEGATON PUNCH 
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HIP PRESS 


12, 15, 15,30 
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SPRING HAMMER PUNCH 
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HEAD SLIDE 














Look for opportunities to strike with the first 2-4 hits of this 10-String. It is very effective for keeping your opponent away and i 








t comes out fairly quick. Make 


sure to start the 10-String from far away, if you want to complete the entire string. That way, your opponent won't have time to prepare to counter when the 
Wild Swings Kick in. If you can master the use of 10-String, you will be a force to be reckoned with. 


wc 
ка 


This combo has great starting hits. Use it when 
your opponent is pestering you in close. Make 
sure not to go beyond the first 4 hits, or a good 
opponent will figure you out and whip your butt. 
Also, you can use the first two hits when you 
need some breathing space. Say you need to get 
far enough to use your scissors. The first two hits 
are perfect for accomplishing this feat! YAY! 












This combo is one of the most powerful com- 
S bos in the entire game. You won't see it 

uch, but at least you know it exists. Start 
with the Dark Cutter. As soon as P-Jack pulls 
his hand back from the strike, do the three 
Rushing Low Punches followed by a hip 
press. You can get more damage, but we 
want you to figure out some stuff for your- 
self. The only problem with Dark Cutter 

> combos is that they are WAY too slow. We 

=| have dubbed it the “You Suck”, because if 
you ever hit anyone with it, you must say 

... “YOU SUCK” to your opponent. 


Here we have a little two EXPLODER A great move for start- | 
hit combo that is almost "E. ing combos is the | 
as bad as Heihachi's two Exploder. Use this | 
hit wonder. Just smash move when your | 
your opponent with the 
Ultimate Punishment, 
then Hard Pounce on 
them. Simple, yet effec- 
tive, just the way we like 
them! Always try this on 
unsuspecting opponents 
when given a throw 
opportunity. 


opponent is attacking 
high or has just misses 
a slow recover move. 
Voila! Instant combo! 
Many-a-high damage 
combos have come 
after the Exploder. 
Learn to use it to your 
advantage! 





жа, 











Remember, P-Jack is extremely similar to Jack-2 and his main 
advantage is power. He also suffers from slow recover moves. In 
order to become proficient with P—Jack, you must develop a defen- 
Sive style strategy like Jack-2, but you can attack with a bit more 
success. When your opponent begins to attack, get ready to 
defend, then counter. If your opponent attacks high, and you 
crouch underneath the attack, immediately go for the Hell Press to 
the Dive Bomber for 100 points of darnage, then Hard Pounce on 
them. This takes off HUGE damage and is very easy to execute. 
When you attempt this move, you must make sure you are right 
up next to your opponent, or else you will bounce right off of them. 


For starting juggle combos, P- Jack has a great move called the 
Exploder. The Exploder knocks opponents way up into the air, giving 
you a lot of time to decide which juggle to use. When you are at a 
distance, go for the Exploder for surprise. It reality isn’t fast enough 
tg use after your opponent misses slaw recovery moves, but it is 
excellent to use when your opponent is in the middle of their 
attacks. Sometimes, the best set of moves to use after the 


| &xploder connects, is simply the start of his 10-String combo. This 


will juggle your opponent for many hits and definitely take off con- 


siderable damage. It is best to wait until the knocked-up opponent 


4s right about to hit the ground before your start the 10-String. That 
БЕН you Can get more hits of the 10-String to connect. You mats 
s4 a/50 combo with а standing Left Kick to 
SSS i another ا ا‎ 


те Double Hammer/Oouble Uppercut is a great move to use if your 
opponent is attempting an attack. The Double HammerDouble 
Uppercut combos with the Hip Press for an easy 3-hit combo. If 
our opponent constantly attempts the same attacks over and 
Over again, pop eut with the Double Hammer/ouble Uppercut. 
en it connects, you will now be in position to attack with the 
Vegaton Sweep. In many instances, your opponent will stand Up 





P.JACK 


With throw opportunities, it's best to go for the 
high damage moves. Your best bet here is the 
Ultimate Punishment throw. This is because, once 
the Ultimate Punishment connects, you can 
immediately go into the Hard Pounce for up ёо 95 
points of damage. The only Grawback of this tactic 
is that the Ultimate Punishment starts off with a 
counterable throw. If you find yourself getting 
countered when you attempt the Ultimate 
Punishment, you have obviously been figured out. 


| Now it's your chance to go for the Slam Down. 
| Switching up between these two throws, as well as 


utilizing your Exploder, will definitely 2g You 
much closer to victory. ms 









P Jack can do an easy G5 points of damage with his simple 
Ultimate Punishment attack, followed by a Hard Pounce. This 
means you need to Бе ready to press your $è to escape this 
heavy damage. Since it is so easy to do, and so damaging, 
expect to be countering this throw often. When you attempt 
your slow recovery moves, and you think you are about to get 
thrown, quickly hit Фә. Don’t just stop here. Once you escape 
from the throw, your opponent will typically not be ready. since 
they thought the throw was going to be successful. Now, go for 
a throw of your own. If possible, go for a special throw. That 
Waly you have countered the Ultimate Punishment and deliv- 
ered an uncounterable throw yourself. 


Watch aut far P- Jack's Body Press attack. If this connects with 
you, you will be open for a Dive Bomber attack, which will proba- 
bly end up killing you. When you see the Body Press coming, 
Simply counter with a standing right punch or a Front Kick ... 
depending on which is faster for your particular Character. This 
move is also easily countered with a fast Hop Kick, which ulti- 
mately leads to big damage combos. 


Another move that you must be ready to block is the Power 
Scissors. This is one of P—Jack’s surprise moves and can take 
you Gown if you aren't ready for it. When your opponent is 
about 2 character lengths away, you are in range for the Power 
Scissors, so make sure you are always ready to quickly block 
high. A good P—Jack player will use fast Keep Out Tactics and 
add in the Power Scissors for a change of pace. If you are using 
a fast Character, you can go for a Hop Kick counter. If your 
Character has an Axis Shifting move or a Reversal, you can go 
for these also. In any case, a Front Kick always knocks PJack 
out of the scissors. : 


The diving Attack can be tricky to guard 
against. This attack only hits law when done 
from about S character lengths away. Most P 
Jack players will use it from a distance and not 
attack with it until their opponent moves or 
does an attack. Simpy fake a few steps back to 
initiate the dive, then block, if he takes the bait. 
Now, enjoy a juggle or your most damaging 
throw. If you have a quick enough Unblockable, 
go for it when your character has fully blocked 
the Dive Attack. > 
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A. King is one of the most powerful bosses in the Same. He B 
has an excellent mix of speed and power, and should never be B 
taken lightly. Often used for offense, a good A. King player can = 


keep opponents blocking an entire match, and make it almost B 


impossible to attack. A good choice to play, if you are tired of 


King, and want the same style play, with a few added moves. © 


ES ыктар does ЕСЕ ریس‎ = Multi-Part Link Throws. 


REVERSE DDT 








0NE-TWO UPPERCUT 


— STOMACH SMASH 


ach 


FLYING CROSS CHOP ШИШ БШП ЛИЕ 








- ARMOR KING 


LOW JAB/UPPERCUT К ELBOW DROP . 


JUMPING KNUCKLE BOMB 


MOON DROP — 


gd 









































When your opponent gets in close, use the first 4 hits to push ‘fer away. You can also attempt the entire 10- ۰ since it is pretty tricky to block against for 
newer Tekken 2 players. Look for opportunities, after missed slow recovery moves, to strike. Sometimes, it is wise to stop after the 9th hit because, if it is blocked, 
you will be left open for heinous damage. 


Unfortunately A. King didn’t receive any new 10- 
Strings for Tekken 2. He still is using the same old 
one from Tekken 1. Use the first hits in your Keep 
Out Tactics. It is easy to chip away using it. 


























۸۲۷۱۷ Here is a combo that 
| E wq you'll have a lot of 
opportunities to per- 
form. Wait until your 
opponent comes in 
2| for a high or mid 
ZEE! attack, and let them 

E have it with the Black 
"] Sash. Once the 
2 Smash connects, fin- 
ish them off with twa 
sets of 1-2 punches 
and an Ali Kick. 





CONVICT К 


LN If your opponent 


ikes to fight in close, — Ж M 3 ۵9 = 
pop them up with a 7 2 ne 3 
AA Hop Kick. Then, ше T" 


smash them up with 
some 1-2 punches 
and a Convict Kick. 

4 Тһе other 2 hit here 

| yields ridiculous 
damage. Just a sim- 
ple Dark Smash then 
a Super Knuckle 
Bomb takes 92 points. 






















Your main offensive weapon with A. King should be the Black 
Smash. Use this move when you are about 2-3 Character lengths awa 
and your opponent is attempting too many 1-2 punches or Front Kicks. 
Since this move pops your opponent into the ai, make sure you have 
Your juggle combos down. Another time to use this move is nght after 
your opponent has missed an unblockable. This will take off even mare 
damage. More experienced players often use the uppercut as an addi- 
tion to their Keep Dut Tactics. 







Another good move af A. Kings is his Super Knuckle Bomb. This 
move is excellent for finishing juggle combos. You can also use it 
out of the blue and, if it connects, add a second Hammer Smash 
for twice the damage. If you are in Close to your opponent, dont be 
afraid to use it here, too. Many times, A. King will rotate 180 in the 
air and smash his opponents on their necks. To add damage. after 
connecting with this attack, ga into 1 or e Ali Kicks. This will push 
your opponent awa, as well as bring them closer to defeat. 


کت 
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For quick and insane damage, try connecting with A. King’s Dark 
Smash, then using a Super Knuckle Bomb. When these two moves 
connect, it takes off more than 87 points of damage. Use this mini- 
combo when about Z character lengths away, and when your oppo- 
nent is over using their Keep Out Tactics. You can set yourself up 
for this move by using a quick set of I-e punches, then going into a 
Front Kick. As soon as the Front Kick connects, go into the Dark Smash. 
This puts you the correct distance away to slip right underneath Jour 
opponents high attacks. 一 一 к 




















As far as throws go, A. King has a ton of them. 
The only thing he doesn't have is King’s infamous 
Multi Part Links. The one thing A. King does Nave, 
that makes his arsenal of throws deadly, is5 his Steiner 
Screwdriver. This little link starts off with the basic 
Suplex, then gets chained into a huge Piledriver, result- 
ing in 65 easy points of damage. The only drawback 
to this throw is that it can easily be countered with 
with both right buttons. Dont use this throw too 
Often. It is a good idea to always throw with the 
Coconut Crush, that way your opponent will get 
into the habit of mashing on both left buttons when 
|. they see a throw coming. This opens the door for an 
uncontested Steiner Screworiver. 





Like King, A. King can also juggle with his quick 

Hop Kick. Use the Hop Kick to stop incoming Front 

Kicks, as well as stopping Unblockables as they charge 

up. It is wise to have your juggle combos well prac- 

a ticed, aS it can mean the difference between almost 

winning, and winning. Look for juggle opportunities 

as your opponent attempts 10-String comba'ss, as 

well. On the Whole, A. King’s Hop Kick is faster than 
mast 10-String starters. 





A. Kings Straight Arrow attack shifts off the axis 
to dodge an opponent's attack, then A. King leans 
in with a smashing fist. This attack combos with King's 
Hard Pounce for 58 points of damage. When your 
opponent is going for a slaw recovery move, YOu 
go for the Straight Arrow! Be sure to ONLY use this 
attack against slow recovery moves, or a seasoned 
opponent will duck below your fist, then enjoy a free 

Juggle or throw. 








The Steiner Screwdriver is one of A. King’s most dangerous throws 
and you should be ready to counter it at all times. Since it starts with 
both rights, you can counter it with both rights. The reason it is irmpoar- 
tant for you to be aware of this throw is because it takes off huge 
damage and is very easy to execute. If completed, the Steiner 
Screworiver takes off about 65 points of damage. A. King does have 
more powerful throws, like the Giant Swing, but they require more 
d-pad presses. When you miss a slow recovery move, be sure you are 
ready to mash on your right buttons, as You Will immediately break 
out of any Steiner Screwaoriver attempts. Now 
go for a throw. ыш 


With the Straight Arrow attack, A. King steps to the side to dodge 
your attack, and then comes in for the punch. The punch can be 
followed with a Hard Pounce for additional damage. This means you 
need to watch out when using slow recovery moves, like Side Kicks. 
If you notice your opponent is trying to use the Straight Arrow attack 
on you, start using fast recovery MOves, SUCh as l-2 punches and 
طط کر 2676ا‎ should then recover in time to duck this attack, 

-一 一 then counter witi a throw or rising attack. 


Just like King, the Stun Elbow and 1-2 Punch chains are A. King’s 
best bet for a Keep Out Tactic. They do a decent amount of darm- 
age and vary between mid and high attacks, keeping you from sneak- 
ing under for a big damage move. Fortunately, A. King does not 
have King’s Unblockable Elbow. To make up for it, A. King will proba- 
Blu use more of the low jab-uppercut chain to make his Keep Out Tactics 
more of a threat. This little chain is faster than the nonmeal punch chain 
and attacks low then high. It is often used when an opponent rush- 
es in. Inu stepping in to lure A.King into the low jab-uppercut attack. 
Stop short so the low hit misses you, then block the 2g attack 
and counter with fast attacks of сеща own. — 



























The Dark Smash is going to be used to go under 
your high attack strings and combo for big damage. 
Be sure not to start high strings unless YOu are sure 
the first hit will connect. When A. King is out of attack 
range, throw some high attacks to coax A. King into 
his Dark Smash. Block the attack and counter with 
your best throw or EC 































One of the A. King’s most important tactics is 
his Super Knuckle Bomb. First of all, because it is 
unblockable: Second, because, if the first hit con- 
nects, A. King can chain a second one on uncon- 
tested. The easiest wat to stop this attack is to use 
а simple standing left punch to knock your opponent 
out of the air. With practice, you should be able ta 

Juggle your opponent, after using the standing punch. 
If your opponent attempts the Super Knuckle Born, 
when in close, and it looks as if it is going to go 
over your head, be careful. Sometimes, A. King tums 
around in mid-air. This can lead to a big smash right 
on your Characters neck. 















One main juggle starter you should be aware | 
of is A. Kings Back Smash. This move can pop out | 
very fast and surprise you by knocking you into | 
the air. Mostly used after you miss your slow recav- | 
eny moves, this move can lead to huge juggle comi- \ 
bos, if you play recklessly. Keep your slow recovery 

moves to a minimum and use your Front Kicks to 

keep کے ا‎ at bat. EE 


When A. King is crouching, look for the Lunging 
Uppercut. This is yet another one of A. King's jug- 
gle combo starters. If your opponent attempts опе 
of these uppercuts while in close, quickly counter 
with an uppercut of your own. This will prevent A. 
King fram knocking you into the air and reward you 
with extra damage, if it hits while A. King was in 
the middle of his move. 












In terms of winning ability, Ganryu is one of the worst char- B 
acters in the Same. As far as the fun factor goes, Сапгуп 15 тегу 
fun to play. Ganryu DOES have the ability to beat some of the E 
better characters, but it requires a lot more patience and prac- = 
tice. The one thing that gives Ganryu a bit of an edge is his abil- f 
ity to juggle opponents from a sweep as well as by ducking f 
under high attacks. Ganryu also has a very deceiving ss 
Unblockable, which often can lead opponents into believing f 
they are safe from damage. Ganryu should be played offen- B 
sively, if he is to hold his own against the better fighters. 二 
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Eh these 5 combos, Ganryu proves he has some power up his sleeves. As always, look for opportunities after slow recovery moves to strike with a juggle starter. The 
[bos that start with the Thunder Palm are easier to execute. These are best used when in close to your opponent. Mix in the Thunder Palm with your Keep Out 
sacs. As for the combos that start with the Megaton Float, they are a bit harder to perform. First of all, make sure you have practiced the Megaton Float, until you 
= get it off about 9575 of the time. Then, make sure you get the timing down for the second hits in each of the combos. In each of them, you must hit with the second 
early. Once you get these juggle tactics down, you will be unstoppable with Ganryu. Well ... almost. 
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When fighting as Gannyu, remember to always remain on the offen- 
sive. Constantly switch up between high, mic. and low attacks, 
and use throws as well. The best way to start the attack is to use 
his Scissors. This move springs out quick, and can catch oppo- 
nents off guard. Use this move when your opponent is l-2 char- 
acter lengths away. Also, to get in position for the Scissors, use 
an unsuspected Front Kick. As soon as the Front Kick connects, 
go into the Scissors. This usually entices opponents to attack, 
then they receive the full force of the scissors. 









Ganryus Thunder Palm is great for knocking your opponent on the 
ground. If you connect with this move, you can immediately 
регішпті га Нір Press or go for the combo provided in ےہ۷ ۷ص‎ 7 
section. Get your opponent blocking high with 1 or 2 Rushing Punches, 
then immediately go for the Thunder Palm. lf you are playing against 
a skilled Tekken e player. you can opt to go for the Jaw Breaker 
throw instead of the Thunder Palm. This works almost as well as 
the first tactic, but is un-counterable after the throw connects. 
After connecting with the throw, immediately go for the Thunder 
Palm as your opponent tries to get up. 


65 


The Best thing about Gannyu is his ability to juggle. He has an excel- 
lent move called Megaton Flaat. which launches opponents high 
into the air, leaving you plenty of time to prepare to juggle. The 
Megaton Float comes out relatively quick and passes under high 
attacks and slaw recovery moves. Look at Hanrnyu'’s combo list 
and practice the high damage combos to ensure victory when Lou 
connect with the Megaton Hoat. 








Gangus Rushing Punches are good to keep your 
opponent blocking. This can lead to throw attempts 
and juggle opportunities. When you are in clase to 
your opponent, go into the first 3 or 4 hits of 
the Rushing Punches. Going past 3 or 4 hits is not 
wise, since your opponent will be able to crouch 
undemeath or even have time to set up a rever- 
Sal. If you want to use this move often, perform 
the first 3 hits consecutively, stop, then exe- 
cute them again. This will maintain a constant 
attack arid set you up for the throw. 


meee 


Also good for chipping away at your opponents 
health is the Kabuki Palm. This move comes out 
with decent speed and can be continued infinite- 
It. It's best to use this move after an Uppercut or 
Front Kick. Don’t go crazy and use it more than 2 
or 3 times though, because your opponent will even- 

































Бапгуи'= Unblockable is one of the most confusing ones іп the 
game. You can tell he is about to use it when he gets dawn low to 
the ground. It is hard to knock Gannyu out of this move. because 
only very law striking attacks hit it. It is your best bet to jurnp back 
out of 26 and be ready to throw when he finishes lunging. 


The Megaton Float goes under high attacks, has good range 
and. when executed from far enough away, can lead to Ge pts 
damage. The only problem is that the move comes out slow and 
is easy to detect. Basically, just pay attention and you should not 
be hit when it is used offensively. 


АА 


Ganryus string of Rushing Punches are often used, though east 
to block. Sometimes, even if you don't block the first few hits, yOu 
can still hold back on the d-pad and block the remaining few. YOu 
can also duck these Rushing Punches, which gives you the oppor- 
tunity to throw or start off a juggle combo with a rising uppercut. 











Gannyu can also use his rising Double Uppercut-Sumo 
Hammer to counter high attacks. In addition, the Hip 
Press can be chained onto the end, for even more 
damage. Be careful, when attacking high often, against 
Gannyu, as you will be susceptible to this attack. 













Look for Ganryu to use his special throw often 
since it it is easy to do. Though the throw is not 
reversible, it only does 3S pts. damage. Many 
Баппуи players follow up this throw with the Thunder 
Palm. Simply tap up and block low immediately. 
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For the most part, Bruce is an average character. Don’t let his E 
rating fool you, he is very deadly in the hands of a skilled play- 
er. Bruce can trick opponents into blocking incorrectly, and E - 
can chip away at life, as well as smash you into defeat. Fighti = 
with Muay Thai style kick-boxing, Bruce attacks with Se = 
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Bruce has‘many dam- 
aging combos. Learn to 
recognize juggle oppor- 
tunities and use them to 
your advantage. His 
Sidewinder-Hard 





Pounce breakfast-break ES a a mn 


super combo meal 1s 
fast, filling and nutri- 
tious too. Use it for 95 
points of damage! 





CYCLONE EDGE 





On the most part, Bruce has tons of chain attacks. He has a lot of variations of kicks and punches which can reallly mess 
with an opponents blocking. Before you set out to take any great Tekken 2 players on with Bruce, make sure you have 


all [or most] of his chains down. 


If you want to take some quick damage off your opponent with 
them having little chance of blocking, go for the Wacky Runs chain. 
This is unblockable if the low kick connects, and it will get them 
90% of the time. You can also use the Nutty Attack for three quick 
hits. Either way this makes many a Tekken Z players frustrated 
and left saying “Bruce Sucks..." ar "That's Cheap... ”. Listen. ..all you 
need say is... "Learn to block sucka.” This move really leaves your 
opponent with a guessing game. Since you can switch up the chain 
to also hit middle in the place of the low kick...many times your 
opponent will black low and get hit in the face. Even the computer 
falls for this move...try it and see where you can fit it in to your 
fighting style. за 





Another great feature of Bruce is his “pretty” juggle combos. They 
have a lot of basic moves in them, and look exceptionally difficult. 
The truth is...they arent all that hard. With a bit of practice you 
should be able to execute all of the combos listed in the combo 
section with ease. Bruce also has excellent combo starters. His 
best starter is his Hop Kick. We only listed one combo in the com- 
bos section, starting with the Hop Kick. This is so you Сап experi- 
ment with it and try to make your own awesome juggles. When in 
close to your opponent, look for opportunities during your Keep Out 
Tactics to use a Hop Kick instead of a Front Kick. Instead of simply 
taking a bit of health off, you will get a juggle opportunity and have 
_ eai a chance to take off tons of health. 


The last main thing for Bruce that is very damaging is his Multi Part 
Throws. Both start off the same wat. Once the Embracing Knee 
Strike connects, you can either go into a Tumbleweed or finish the 
4-Knee combo. Even though the 4-Knee combo is escapable, it is 
almost impossible to do so. If you sense a chance to get this Multi 
Part Throw off...go for it. Once it connects, damage time! 





When in close to an opponent, the most frustrat- 
ing thing you can do is keep them from attacking. 
This is accomplished with Bruce's excellent Keep 
Out Tactics. The first thing to do is keep a steady 
stream of Jab punches going. Use standing left 
punches often when in clase to pop your OPPO- 
nent in the face. Then, add in some side kicks to 
keep your opponent blocking. Then to really get 
them mad, use the Stopping Kick Knee. This will 
straight kick them in the stomach, then when 
your opponent tries to attack, it will stun them 
with a big knee to the chest. Now you can bust 
out a juggle combo. Also, as usual, you can add in 
random Front Kicks for an even more stable 
attack-proof barrier. 











Bruce's Keep outs are not the fastest but they have same пісе 
range. His punch combo is great for knocking you back and has 
some mid hits to keep you from ducking, plus good damage... 
its a lot like Kings Punch combo and usually gets between 37 
and 59 points of damage. The main thing to be aware of is his 
long legs. Bruce can knock you back with a push kick, then fol- 
law up with a long stretched side kick. Just watch for that 
added on Side Kick, lunge back out of its range then charge in 
for an attack while his foot retracts... Paul's Death Fist punch is 
an excellent example with its high damage and great UG and 





Bruce's Gatling combo is one you MUST be aware of. You will 
probably run into this combo every time you fight Bruce. те 
combo does catch a lot of people off guard but don’t be fooled. 
All of the hits strike high, except the 4th and final hit. This 
move leave Bruce way open for a throw when he misses or it is 
blocked. 


Now that you have rendered the mast used combo useless, 
this combo is sure to follow. IF you get hit by the first knee, the 
second knee will combo for 35 pts, then you can block the third 
hit. The problem is, you don’t know if the third hit is going high 
or low... and the final hit allows for a low kick while you are on 
the ground for a 59-68 pts combo. (59 for low attack, 68 for 
high attack]. This guessing game is not very fun and it's better 
you remove the situation before it arises. You Can use your 
fastest jab to keep yourself out of the guessing game Hy pop- 
ping Bruce in the face just as his last kick is going to come Out. 
You are rewarded with a punishment opportunity if you block = 


the hits correctly. 








Bruce's simple Front Kick to Knee is a tiny little 
move you must be aware of. You will learn to 
notice the first Front Kick, and know that the 
Knee stun will follow. Just remember to just 
block as soon as you see the Front Kick. If you 
are fast enough you can usually go for a quick 
crouching punch in between the Front Kick and 
the Knee, but you must be very fast. 











Another simple Bruce move that can leave you 
defeated if you aren't prepared. This move is 
easy to recognize and block. Just block low 
when you see Bruce's body twist and go low, 
then block high for the Uppercut. As a reward 
for the two part block, you get an opportunity 
‘to bust out with a nice juggle combo! If you 
only block the second hit, you are knocked a bit 
and cant retaliate. ааа 











Bruce tan Flip Back arid ther fly in with a kick 
that attacks all the way up to the point from 
which he tapped back twice to do the flip! So 
don't follow a flipping Bruce unless your fist or 
foot is leading the charge. ..which is a good ideal | 
You can usually step in a bit and get a juggle, or | 
wait just in front of where Bruce started tapping | 
back, and juggle him when he arrives-Misses- 
and is stuck in animation. Our favorite tactic کا‎ 
to use moves like Paul's Death Fist as Bruce 
nuns in ar starts an LribBlackable. A well tirried 
unblockable will smack Bruce when he arrives! 
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Roger /Alex is basically King from Tekken 1, without a 10- 
String and a few added moves. To put it bluntly, Roger / Alex 
is garbage. If you want to win against a skilled Tekken 2 play- 
er, you will avoid them at all costs. However, if you decide you 
need a challenge, you can practice as Roger / Alex and ğo up 
against some good players. You'll probably find that Roger /Alex 
lack big in the way of useful moves. Their only high point is 
the fact that they have a bunch of throws. They can also use 
their Animal Uppercut in juggle combos, which does give them 
a kind of “fun factor”. Hey, what can we say? ... they make 
funny noises when they fight... 
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Learn to identify 
opportunities for 

he juggle starter, 
after missed slow 
recovery moves and 
during your oppo- 
nent’s super move 
charges. Practice 
combo 2, as it looks 
the best and has 
decent damage. 





] 80 





When fighting as Roger/Alex, be aware you don't have a great chance to win, if you are playing against an opponent with 
even a minute hint of skill. Sure...if you practice with them, and you know the majority of the other Characters moves, 
you can win. We just rate them so low because almost everyone else is more useful. In all actuality, Roger/Alex can be 
quite useful. They have decent juggles, good damage moves, and some crazy tactics to boot! 


The fast critical thing to know about fighting 

with Roger/Alex is how to use their Stun Punch. 
If you catch your opponent with this move as 
they are attacking, you will double-them over. 
The best thing to do here is to use a throw. Our 
suggestion is the Tombstone Piledriver. Once 
the Piledriver connects, use an Ali Kick. When 
that connects, use one more to finish the 
combo off. This doesn’t register as a combo, 
But it is un-escapable, if the Stun Punch con- 
nects. This is one of the hardest maneuvers in 
the game to pull off, and both A. King and King 
can do it. If you can get this chain off about 
50% of the time you tny it ... congratulations! 
... you may have a chance with Roger/Alex after 
all. — 


First of all, remember your Hop Kick. This is probably the most 
valuable weapon in Roger/Alex’s arsenal. When in close, use your 
Le Punches to push your opponent away. Then, as they 
advance, hit them with the Hop Kick for a juggle opportunity. 
The best thing for you to do here is use your I-2 punches right 
after the Hop Kick connects, then go into an Animal Uppercut. If 
you manage to get the Uppercut to connect, finish them off 
with the Frankensteiner for 86 points of damage ... WOW! Not 
bad for a Kangaroo and a Lizard, ehh? This combo takes loads 





of practice and isn’t often seen in actual combat ... But its 
there...so get it dawn and kick some butt. 
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| The second best line of attack comes from Rager/Alex's Rushing 
Punch Combo. This string is very helpful in getting yourself 
some breathing room. When your opponent is too close to you, 
use an Elbow to stun them, then go into the Rushing Punch 
Combo. They won't be able to do anything but block the first 
few hits, and if they are wise they will remain blocking. If you 
are playing against a daring opponent, they might know that 
they can Hop Kick you after all the punches strike. To play it 
safe, only use the first 2 or 3 hits. Randomize it, so your Oppo- 
nent won't know if you are going to use 2 or 3 or even all 4. 
That way, when your opponent thinks you are going to only use 
2, they might try something tricky and get a punch in the face. 

This tactic also sets you up for throws. 
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To win against Roger/Alex, you should try using therm once or 
twice to learn their basic moves. That way, you can identify 
them as you fight against Roger/Alex. The main move you need 
to be aware of is the Hop Kick. This move starts mast of 
Roger/Alex’s juggle combos and takes off 25 points by itself. 
When added to 1-2 punches and frankensteiners, it can really be 
dangerous, prepare for it. Most often, your opponent will use 
the Hop Kick when right next to you. Many times, it's mixed іп 
with Keep Out Tactics and can pop out quick. If you are in close 
combat with an opponent and they have just struck with some 
I-2 punches, the Hop Kick will probably follow. Also, dont rush in 
too often when fighting Roger/Alex. The Hop Kick is often used 
іп this situation. 






Another pesky move you should be aware of is the Stun Punch. 
If this move hits you while you are attacking, you will get dou- 
bled over. This is not too bad, unless your opponent knows the 
“Glikatel Certain-Death” chain. This chain starts with the double 
over, then goes into the Tombstone Piledriver and two Ali Kicks. 
lf you get hit with the entire chain ... you will most likely be 


defeated. The good news is that almost no-one in the entire 
world uses or can use this tactic. However, just because Your 
opponent will probably us the Tombstone, you still need to be 
ready to get thrown. Most opponents try to throw after a stun 
and usually it's with both left buttons. If you see a Throw corm- 
ing, just mash on your left buttons and you will escape 80% of 
the time. 





Make sure you are aware of the Ali Kicks. These teeny little 
kicks can also leave you stunned. The same escape tactics 
apply for the Ali Kick Stun as for the Stun Punch. Also after the 
Ali Kick Stun, opponents try the Hop Kick. This is easily blocked, 
if you just keep cool and hold back after the stun. н Бе 
ready to counter the throw, е 
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The last major thing you need to be aware of is 
the Rushing Punch Combo, this is often used, 
and you should know how to counter. When in 
close, the Rushing Punch Combo will strike 4 
times, then Roger/Alex will wind up for a huge 
punch to your chest. Block all four hits, then 
throw or Hop Kick as the windup begins. This is 
an excellent opportunity for a juggle and should 
be taken advantage of. If you want to start the 
Rushing Punch Combo before it starts, a simple 
Front Kick will do the job. 




















KAZUYA 


SUPER SPINNING THUNDER GOD FIST 





This is one ди of Kazuya's set of two tricky 10- — This one hits with ہج‎ Low Kick and sets up the тра for the Gut Punch-Uppercut. This is a great 
10-String to use and you can definitely go past the first few hits, unlike some of the other characters. Use it when in semi-close...about 1-3 character lengths 


away for optimum usage. 
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Kazuya has some crazy 10-Strings that often 
make mincemeat out of his opponents. Unlike 
most characters, Kazuya can use his full 10- 
Strings and most likely he can get away with it. If 
you are in close, go for the middle variation and if 
you get past the first few hits, you are almost 
assured of full connection. Now if you are playing 
against a decent opponent, make sure you vary 
up the different strings so you don't get figured 
out. Look for opportunities to use the first few 
hits after you knock your opponent up with a 
Wind Godfist. 


BACKFIST COMBO 
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Kazuya is one of the most powerful characters in the game. 


at #5. Kazuya is lightning fast and very powerful. Kazuya also = 
has excellent juggle capabilities that yield high damage. Kazuya © 
has an almost even balance between offense and defense, BB 
and can be played either way. In our experience we have found 
that the best way for him to be played against skilled Tekken m 
2 players is defensive. = 





DOUBLE FACE KICK SHOULDER THROW HEADBUTT 








WIND GODFIST | STANDING PUNCH BACKFIST COMBO асанов е 


are very easy to execute. 
Look for opportunities 
after or during slow recov- Ж 
ery moves to use the Wind 
Godfist. Of course this 
pops opponents up for the 
۴ ےر‎ m = Se 2 = ee سسجت‎ но 22 = juggle and you can easily 
سے‎ à | ج‎ Pn CS J finish them off with the 

» ! ones we have selected. 
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THUNDER GODFIST f HARD POUNCE f WIND 0007157 | STANDING PUNCH D0UBLE UPPERCUT JUMPING KICK POUNCE 


SUPER SPINNING UPPERCUT | HARD POUNCE GUT PUNCH f STANDING PUNCH BACKFIST COMBO 
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Combos are Kazuya’s forté. Since you will be 

4. Kazuya, you'll have to learn these juggles to be 

dominant. Most are straightforward, only the Gut 
punch combos need explanation. For the first Gut 
Punch Combo, you need to strike with the Double 
Uppercuts as soon as you can. For the second Gut 
Punch Combo, right after you connect with the Gut 

Punch, wait until your opponent begins to fall‏ = , نے 

— ae tee ае д backward before you try the stated attacks that fol- 

3 А low. This way you will pop them up for the remain- 
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WIND GOD FIST DOUBLE AXE KICK LEFT AXE KICK 







































When fighting as Kazuya, you always want to be ready to strike 
With a juggle starter. Kazuya has two great ones as well as a 
few more decent ones. The main two you should be aware of 
are: Wind Godfist and the Double Uppercuts. Of the two, the 
Wind Godfist is definitely the most useful. It can strike with 
Binding speed and is hard to defend against if used correctly. 
Many times its wise to just pop out with a Wind Godfist. Your 
opponent will see your crouch down and this dares them to 
attack. Your Goadfist will pop them up and leave them open for a 
huge damaging juggle combo. After your opponent is in the air. 
hit with a standing left punch. Then as your opponent falls 
again, immediately go into the Backhand Combo. This hits 5 
times and takes off +ل]/‎ Бело of Carnage. EES 


Another good tactic to use is Kazuya’s Sidestep. This move 
evades almost any oncoming attack and can put you in a great 
position to throw or combo. Get your Keep Out Tactics down by 
using random Front Kicks and rmini-uppercuts. Ther when you 
Chink your opponent is going to tru to retaliate, go for the quick 
Sidestep-throw method. Meaning, as you sense the attack, tap 
forward, then as soon as Kazuya goes into his Sidestep, per- 
forn a basic throw with both lefts or both nights. This can get 
very frustrating for your opponent as the will be attacking at 
chin air as Kazuya dodges to the side, leaving them open. Other 
Ways to keep your opponent at Bay is Бу using low hitting Keep 
Out Tactics. As your opponent gets near, quickly go into a 
crouching left punch, then use a Gut Punch. When it connects, 
you will stun your opponent leaving them open yet again for 
another juggle. A great wal to use the Sidestep for starting jug- 
Gles comes Bu way of the Wind Godfist. Go into a Sidestep, 

ther immediately perfonm the motions for the Wind Godfist. As 
you are about to come out of the Sidestep, press right punch. 
You will Sidestep then pop out quickly with the Gocdfist and your 
opponent wont know what hit them. 


KAZUYA 


Since Kazuya is very fast, its wise to use his 
ducking lunge to your advantage. If you the Wind 
Godfist motions without pressing a button: 
Kazuya will crouch Gown and lunge forward. If you 
lear to time this correctly, you can use it when 
your opponent misses an attack for quick throws. 
Also, since Kazuya has three moves out of the 
ducking lunge, you can chose to go into either of 
them depending on your situation. Say, for 
instance, your opponent іс attacking mid, you can 
chose the Wind Godfist for a quick juggle opportu- 
nity. [Ff they are attacking high, you can go for the 
Hell Sweeps or the Thunder Godfist. Learn to judge 
Where your opponent is going to attack by study- 
ing each Characters moves...if you have the time. 
This will definitely give you an advantage when 
fighting as Kazuya. 

























































When fighting against Kazuya, you must be aware of his two 
main juggle combos starters. The first is the Double Uppercuts. 
This starts off with a left uppercut then a night uppercut. If the 
second hit connects, you will be popped into the air and left 
open for a juggle. Most of the time, the Double Uppercuts are 
mixed into Kazuyas Keep Out Tactics. So if your opponent is 
throwing a lot of Front Kicks, be ready to counter his Double 
Uppercuts. They usually follow Front Kicks. Пе second main jug- 
gle starter is the infamous Wind Godfist. This move is a lot 
quicker than the Double Uppercuts, and leads to higher ۱1١۷۲۷۱٣ 
ing combos. Use a lot of Front Kicks to keep Kazuya back. This 
will stop him from getting any moves off that start with th 


crouching lunge. s | — 





The second thing you need to be concemed about is Kazuyas 
Sidestep. By using too many slow recovery moves you are leav- 
Ing yourself open to the Sidestep and any impending damage. If 
your opponent is constantly attacking, he/she is probably wait- 
ing for you to counter attack. That way your opponent can 
Sidestep and start a honey-mc-juggle on your buttocks. The 
best wal to get yourself safe from Kazuya'’s crazy Keep Out 
Tactics is to jurnmp back and tap right kick. It isn’t very pretty but 
it often catches your opponent off guard. If your Character has 
a reversal or an axis shifting move, you can catch Kazuya off 


guard Бу grabbing an outstretched limb or sidestepping his 
attack. 





A very dangerous MOVE in Кагица = arsenal in his simple 
crouching lunge. This move leads into three different moves 
you should be able to recognize. The first is the Hell Sweeps. 
You can tell when Kazuya is going to go for the Hell Sweeps 
when he remains in his law stance as the lunge is about to fin- 
ish. The best way to counter this is to hit him fast with an 
uppercut or a Front Kick. 




























The last thing you need to look out for is the 
Gut Punch. This move comes from a crouching 
position and can stun you. Since Stun usually = 

juggle combo, and Kazuya = juggler extraor- 
dinare, this makes for a bad combination for 
opponents of Kazuya. When you see Kazuya 
crouch and then pop up quick, Make sure YOU 
Black high. If you don't, you are sure to get 
smacked and then juggled. If you want to get 
tricky, you can try to pop Kazuya in the face 
with а fast Front Kick right as you think he is 
gonna goa for the Stun, burt this tactic is a lot 

harder and often causes more bad than goad. 
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In order to consistently beat Kazuya, you need 
to be fast, and know what he is capable of. If 
you play with a character like Jack-e or Kuma. 
“you might have some problems defeating 
Kazuya because of the speed difference. The 
best thing to do with slow characters is learn 
their fastest moves, and use them. Ооп go 
for the crazily smashes and slow recovery 
moves or you will find yourself in the air getting 
juggled for days. With the Characters located ігі 
the top 10, you should have no trouble giving a 
decent Kazuya player a good fight. 
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Basically Devil and Angel are simply Kazuya from نس‎ Е 
1, except they have lazers. For original Tekken 1 players, this this | 
males for an easy character to learn, since you only need to Е 
learn 2 additional moves. Except for their costumes, Devil and | 
Angel are exactly the same. They have identical moves and | 
throws. So, if you learn one, you can play the other. Devil f 
and Angel have good speed and excellent juggle capabilities, : 
but they lack variety. The drawback to fighting as Devil or 
Angel is that they get very predictable, which makes it hard - 
| 


| for anyone to win. To win with Devil or Angel, you are going 
a to x to be fast LI and have your juggle combos down. 





























This is the exact same 10-String that Kazuya had in the first Tekken. It’s very quick to start and is also very useful. Use it when your opponent is in close and 


you need some breathing room. Also, you can use it when you have knocked your opponent into the air with a Wind Godfist. 


Having the same 10-String as Kazuya did in the 
original Tekken, this 10-String is easily blocked. 
Most Tekken players know this 10-String, so it's 
wise to use the first few hits for juggling. 


nn pa g и 
in. Em 2 اس‎ -gt н 





„у ай مس‎ La wu 


JUMPING POUNCE KICK 





The first combo is 
tricky for beginners 
because of the double 
sets of 1-2 punches. 
Walk in after the first 
set strikes, so you are 
assured the second set 
strikes. For the second 
combo, walk forward 
a bit after the Wind 
Godfist connects. 
Then, the rest is easy. 
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When youhit your 
opponent with the 
Lazer up close, throw 
out a standing left 
punch to pop them into 
the air. Once they are 
aloft, take the to school 
with the Backfist 
Combo. Remember, if 
you are far away when 
the lazer hits, use the 
jump kick instead of the 
combo. 


JUMP KIC 
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Here are three very sim- 
ple combos that are low 
hitting, good damaging. 
Attempt them when ` 
only in close so you are 
assured full connection. 
The combo that starts 
with the Wind Godfist 
is one of the easiest for 
Devil/ Angel so use it 
often. 


村 





When fighting as Devi/Angel, you always wart to be ready For the surprise attack, use the Lazer when 





to strike with a juggle starter. Devi/Angel have two great about 4 character lengths away. Once the 
ones as well as a few more decent ones. The main two you | Lazer connects you can run up and hit with а 
Should be aware of are: Wind Godfist and the Double jump kick. If you are in Close and score with a 
Uppercuts. Of the two, the Wind Godfist is definitely the lazer hit, wait for a second, then hit with a 
most useful. It can strike with blinding speed and is hard to standing left punch. This will pop your Oppo- 

| defend against if used corectly. Many tines it's wise to just nent into the air and give you an opportunity 

| pop out with a Wind Godfist. Your opponent will see You to finish with a Rushing Punch or Backfist 
crouch dawn and this dares them to attack. Your Godfist will Combo. You can also use the Air Lazer when 

| pop them up and leave them open for a huge damaging jug- you are about 3-4 character lengths away. 

a- | gle combo. After your opponent is in the air, hit with a stand- The only drawback is that your opponent can 
| ing left punch. Then as your opponent falls again, run undemeath the lazer and throw you from 
| immediately go into the Backhand Combo. This hits 5 times behind once you land. 
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and takes off /0+ points of damage. 
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When your opponent is getting up off the ground, its some- 
times wise to attempt a lazer. Most often your opponent will 
Stand night up into it. Then you can use the juggle that 
starts with the lazer as usual. Make sure you use the lazer 
as your opponent is getting up. If you chose to use it, make 
sure you are about 3 Character lengths away so your oppo- 
nent wont be able to counter. 


When in close, use a few Front Kicks followed immediately 
with the Double Uppercuts. If your opponent blocks the 
Double Uppercuts, use a standing left punch, then go into 
the Double Uppercuts again. Most often this catches your 
opponent when they try to attack in between. If you are 
fast enough, you will pop them into the air and Nave a great 
Juggle opportunity. The best thing to do here is go for the 
Backfist Combo. It takes off decent damage and your oppo- 
nent lands away so you can run up and jump kick if you 














Once you get your Keep Out Tactics down against DeviVAngel. find a pattern of punches and kicks that works for 
you. When you have that working, learn to identify times when you can pop in for the throw. Most often you can 
throw after the standing jabs, but wise opponents will catch ar quick. Varu up gaur throw attempts and you should 
have no problem whipping up on your opponents. 





p 
For good Keep Out Tactics, you should be 

constantly throwing Front Kicks and standing 

left punches. When your opponent tries to 


















When fighting against Devil/Angel, you must be aware of 
their two main juggle combos starters. The first is the 
Double Uppercuts. This starts off with a left uppercut then a 
right uppercut. If the second hit connects, you will be lunge in, use a crouching left punch to keep 
popped into the air and left open for a juggle. Most of the | therm Back. After the left punch connects, go 
time, the Double Uppercuts are mixed into Devi/Angel’s Keep into a uppercut or a throw, depending an how 
Out Tactics. So if your opponent is throwing a lot of Front far you pushed them back. If your Character 
Kicks, be ready to counter the Double Uppercuts. They usu has a decent Hop Kick, use that instead of 
ally follow Front Kicks. The second main juggle starter is the the throw for a juggle opportunity. Another 
infamous Wind Godfist. This move is a lot quicker than the wal to use the Hop Kick is to first throw out 
Double Uppercuts, and leads to higher damaging combos. two standing left punches. Then as 
Use a lot of Front Kicks to keep Devil/Ange!l back. This will DeviVAngel’s hand retracts, immediately go 
stop them from getting any moves off that start with the into the Hop Kick. This often catches Oppo- 
crouching lunge. a nents off guard so try it often against new 
Seam players. For skilled players, the best way to 
catch an apparent with the Hop Kick is tà 
k knock them over, then as they stand up, go 
for the Hop Kick. Many times players crouch 
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Another thing you need to look out for is the Lazers. Many 
times a Devil/Ange! player will use the Lazer as you are get- 
ting up or when you are close. You can tell when DevilAnge!l 
is about to use the lazer because he/she leans back to 
charge. When you see this lean, you have a few choices. If 

| you are close, you can crouch undemeath the lazer then run 
| in. and throw, or try to juggle before the lazer comes out. If 

| your opponent tries the jumping lazer your best bet is to run 
undemeath DeviV/Angel, and throw when they reach the 






ground. If you ane further than 3-4 character lengths away 
and your opponent tries the air lazer you need to jump Back 
to safety. The trick is that you need to wait until the lazer is 
just about to hit your feet before you jump. 
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УЕ КЫ АРУ) 
When you first buy Tekken P, 
you only get 10 basic charac- 
ters. In order to play as each 
character’s sub-boss, you 

| must beat the game, using 
the character of your choice. 
When you finish the game 
with one of the 10 basic char- 
acters, you will be rewarded 
with his/her sub-boss charac- 
ter. Turn “quick select” on in 
the options menu so you can 
see all of the hidden charac- 
ters you have accumulated. 
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То ели as 1 the second |, ii 
sub-boss, you must first get ^. 
all the main sub-bosses, then 

beat the game with a sub- 

boss. You can continue with 

any character as long as you 

finish the game with a sub- 

boss character. To play as the ~ ar 
 purple-suit Kazuya character, 
highlight Kazuya and select 
И 01 ай АДА 

`^ Now, when you fight, yowli be 

j wearing a purple felt business 

suit. “We guarantee it!” 
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To play as the final buss 
Devil/Angel, yau must first 
. have Kazuya. Once you have 
_ Kazuya, beat the game with 
him. Yau don't even have to 
start with him. To use Devil "~ 
(the purple meanie] highlight + | NN 
Devil an the character select | 
screen and press either of | 
the punch buttons. To use 4 
Angel [the heavenly beauty), 
highlight Devil on the charac- 
ter select screen and press 
+ either af the kick buttons. 
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To get Roger/Alex, you need 
~ to win the final round of 
 gaur third match with 5 or 
less paints af health remain- 
ing on your energy meter. 
_Then, on your fourth match, 
- gau will fight against Roger. 
Defeat him and then beat 
„the game. Now, on either 
- спагастег вейест всгеет, цои 
will be able to select Roger 
-~ with the punch buttons and 
Alex with the kick buttons. 
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To get the super-deformed 
Tekken 2 Characters, simply 
hold down select, then pick 
your character. Once the 
screen changes to the Vs 
screen, you can safely release 
the select button. You can 
also use this code in-between 
regular Arcade matches and 

Vs Matches. If you perform 
the cude correctly, yau will 
see the add new shape of 
your character and hear their . 
new high-pitched sounds. 
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Use the e Big Head code. 

When a match is over, after 
playing as a big headed Е 
Tekken P character, select 
the same character with the 
same clothes — using the 

Big Head code. Now, your 
character will be extra 
super-deformed and make 
even higher pitched sounds. 
This can sometimes lead to 
hilarious battles, as your 
character will tower over a 
normal sized character. 
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The Super Juggle Code is 
always performed in a 
"reverse" manner. If you 
want to be able to juggle 
the player & side character, - 
you must use the code on 
controller 2. Example — In 
Arcade mode, have player 2 
hold select and pick their 
Character. Wait until the Vs 
screen appears, then press . 
up on their controller. This 
will make player 2 bounce 
extra high when juggled. 
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For the awesome Wireframe 
mode, hold down Li+L2 before -~ 
you select your character in 
Arcade mode. Then, select 
your character, and release 
L1i+L2 during the Vs screen. 

For reverse Wireframe mode, . 
enter Practice mode with con- 
troller 2, hold down L1-Le8 on 
نع‎ F, then select your - 
character with controller 2. 
Release L1i+L2 during the Vs -~ 
Screen. Now, you are looking 
head-on at your character! 


„ ИИпеп цпи һваї ап пррппепї, 
you can rub it in by using vari- 
' ous different winning POSES. 
' Mast characters only have & 
but some have 3, and even 4! 
= After you win, before the 
* "[rcharacter name] WINS" 
announcement screen appears, 
press and hold any of your 
|. attack buttons. Depending an 
winich button you hold,you will 
- get a different pose. 
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Ben Cureton. 
Dan Mueller 
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PlayStation 


$12.95 USA 


$14.95 Canada 
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TEKKEN. : THE OFFICIAL STRATEGY GUIDE OFFERS 


EVERYTHING YOU NEED TO KNOW TO BECOME A TEKKEN 


DEFINITION SCREEN SHOTS, DEPICTING PECIAL 
COMBOS, EXPERT STRATEGY AND TACTICS FOR EACH 
CHARACTER ... OH, YEAH, WE'VE GOT ALL THE CODES 100: 
WRITTEN BY TWO OF THE WORLD'S BEST TEKKEN 
۲۸۷۲۶, 15 ЗІ | NAMGO ТЕККЕН 
STRATEGY GUIDE. DESTROY YOUR OPPOSITION ... 
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